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THE GREAT ONES ALWAYS LOOK FOR 


AN EDGE 


he great ballplayers always seem to have the inside edge—and now so does 

Major League Baseball 2K6. Our revolutionary Inside Edge" feature authentically 

= recreates the one-on-one pitcher-batter showdown with unprecedented realism by 
5 incorporating three years of actual MLB scouting reports and analysis into every 

pitch and every swing. 


Major League Baseball 2K6 on PlayStation®? computer 
nent sy: 'SP" (PlayStation® Portable) system, Xbox”, Xbox 360” and 
Nintendo GameCube: www-2ksports. com 












SWING STICK" — A revolutionary analog batting interface 
that brings Big League control to every at bat. 








PURE MOTION brings authentic MLB animations and 
physics to life with unprecedented detail and variation. 





МІР. SYSTEM" – Save your friends’ player profiles and 
сотреје even when they're not available. 





THE ONLINE EXPERIENCE – Fully customizable leagues 
and the most comprehensive feature set anywhere. 
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THROUGH THE MOST 
AUTO-RACING 






















Take your place on the 
grid and experience the 
excitement of wheel-to-wheel 
racing. Realistic damage 
and exhilarating handling. 
Shunt out the competition 
and compete through 
the greatest range of 
auto-racing іп any дате. 


ЁЁ SO JAMMED 
PACKED WITH RACING... 
LIKE BUYING ONE 
GAME AND GETTING 
ANOTHER FREE! JJ came меовмев 





Enjoy the special 
in-game visual effects 
with the Intel® 
Pentium® 4 Processor 
Extreme Edition 


Codemasters (fi, 
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ре 3 маз. 
pretty bleh. 
Most critics have 
tagged this as а 
series in trouble, 
but there’s a big 
problem with that 
— it sells in the 
millions. We get 
the message, 
Driver fans; we’re 
on the case. This 
month’s exclu- 
sive coverage of 
Driver: Parallel 
Lines has a lot for 
fans to sink their 
teeth into. Could 
this be the one to 
nail top sales and 
top scores? 

By the way, 
notice that little 
“3” blurb on the 
cover? That’s all 
РІ say for now! 


CHRIS SLATE 


EDITOR-IN-CHIEF 


http://chrisslate.blogspot.com 





GET IN THE 
MAG WITH 
PSM ONLINE! 


PSM is more than 
what you're holding 

in your hands. It also 
has a companion web 
site, psmonline.com, 


that’s your gateway 
to the polls, contests, 
and interaction with 


the PSM staff, game 
makers, and other PSM 
readers that appear iñ 
_ our pages every month. 
If you don't check it 
out, you're missing out! 
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FAVORITE GAMES 
Platformers, action- 
adventure, arcade racing 


SUCKER FOR Goofy 
games, NES-era nostalgia, 
cool character designs 


OTHER INTERESTS 
Comics, anime, movies, 
Battlestar Galactica, 
drawing, Densha Otoko 


FAVORITE GAMES 
Platformers, first-person 
shooters, arcade racers 


SUCKER FOR 

Online multiplayer, 
Guitar Hero, and anything 
by Hideo Kojima 


OTHER INTERESTS 
The Nightmare Before 
Christmas, my cats, Kari! 


FAVORITE GAMES 
Black, Ryo Ga Gotoku 


SUCKER FOR Unsalted 
pretzels and nuts, you 


OTHER INTERESTS 
Tommy's Joint, Cancun, 
Pho Tu Do, Ryoko's, 
Darby Dan's, Hoover's, 
guitar licks, Seven Stars 


FAVORITE GAMES 
Fighters and arcade racers 


SUCKER FOR Mecha 
anime, DC Direct stuff, 
and Marvel Legends 


OTHER INTERESTS 
Red Dwarf, Scrubs, The Of- 
fice, comic books, Google 


“Т played through Prince of Persia: The 
Two Thrones recently, and it’s got me 
thinking about how gaming isn’t really 
evolving as we head into the next gen- 
eration. Usually, every two generations 
we get a dramatic shift, like the switch 
from 2D to 3D. But, PS3 will mark the 
first time we've gone three console 
cycles without a big change. Even if the 
games are great, if they aren't different 
enough, will gamers get bored?" 


“I hope you all have fun with the 
PlayStation I.Q. test, and maybe even 
learn a few things about the wonderful 
world of PlayStation. We definitely had 
fun taking the test ourselves. And I 
hope that you don't take it too person- 
ally when we grade the PSP. Right now, 
there are a lot of things that the PSP 
does well, and a lot of things it doesn't 
do well... We all just want it to be the 
best portable gadget it can be." 


"The Godfather, Driver, Scarface — all 
three games borrow from СТА in one 
way or another, and each offers some- 
thing GTA doesn't. That should please 
a lot of people who can't wait for the 
next game in Rockstar's mega-franchise. 
Makes you wonder, though, what the 
actual next СТА game will be like. 
Seeing as how they usually raise the bar 
while everyone else plays catch-up, ex- 
pect big, big things in the near future." 


"In this issue, we grade the PSP. Person- 
ally, I’m very disenchanted with it. It's 
definitely a cool piece of hardware, but 
it doesn't live up to its potential. Game- 
wise, I’m not keen on all the ports, and 
it's disheartening that the library of 
‘must have’ games is so small. I never 
watch UMD movies on it, nor do I plan 
to. I don't want to be overly negative, 


Video, MythBusters 
ASSOCIATE EDITOR 





MANAGING EDITOR 


"March is the first month 
without any football. Now I 
have to find another reason 
to open a few cold ones." 


PSMIS devoted to giving our readers 
what they deserve: the absolute best 
coverage anywhere of everything that 
matters to PlayStation gamers, because we 
love it just as much as you do. 


WE WILL give the games that matter to 
you, the hardcore gamer, the in-depth 
coverage they demand. We will only 
review games when they're ready, after 
we've beaten them; we'll pull no punches 
with our verdicts and stand behind them 
100%, We will dig deeper behind the big 
stories, and never settle for “just okay” 
with anything we do. When we make a 


ART DIRECTOR 


“These pictures never change... 
but WE do. We don’t always 
wear hats. We don’t always 
wear the same shirt.” 


though, because I do think things could 
improve this year. Maybe.” 








ASSOCIATE ART DIRECTOR 


“It has been said that 
March is coming in like 
the lion. I am wishing it 
would shut the door.” 


promise, we'll keep it. When we make a 
mistake, we'll admit it. We will surprise 
you and always strive to give you more. 


WE WON'T waste your time with movie 
or music reviews. We won’t waste space 
interviewing celebrities who know jack 
about games, in some lame attempt to 
look cool. You know what? Games are 
cool. We don’t care about being kid-tested 
and mother-approved, and we'll never 
hesitate to call B.S. when necessary. 


WE'RE PSM, we're fiercely independent, 
and we're all about making the best damn 
PlayStation mag you've ever read! 
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the ва е for an Ancient 
relic Begins \ with the Hunt. 
for the “Merines”.. 


лагі on an endless, raging ocean, senel 
coolidge and his sister shirley find 
themselves drawn ashore а mysterious 
ship. known as the Legacy, It is an ancient 
relic that conceals countless dangers — 
including those who lie in wait for shirley. 


то save his sister, senel and his party 
uncover the deepest secrets of a legendary 
ship, and in the process, discover the ties 
that bind them all. 


Take strength from friendship. rake pride 
шы love. Take everything that you believe 
zand turn it all ro power. 
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RIVER: 
PARALLEL LINES 
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Wi Atari's latest version of this once great 
driving game erase the bad taste left by 


DRIV3R? Race on 








So you think you're the ultimate 
gamer, huh? Well, test your 
gaming 1.О. and, if you're good 
enough, you might win a PS3! 
The test begins on page 24. 


over to page 44 to find out! 


ТЫ 





The PSP has been out for about 

а year now, so we decided it was 
time to give it a report card. Find 
out if Sony’s portable powerhouse 
is gonna have to go to summer 
school or not on page 36! 
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MARVEL’ = мінсе HEROES 
| COME; uU Lire 12727: FIRST Ever 


ANIMAT TED Movie! 


«Ultimate. Avengers steps on the 
celerator from the first scene and 
never lets up for a thrill-a-minute ride.” 
-Wizard: The Comics Magazine 


















Inspired by Marvel's best-selling books, “Тһе Ultimates," this 
is the extraordinary story of some very independent super 
heroes who, like it or not, must fight as one to save the world. 


DVD SPECIAL FEATURES · 


€ “Avengers Assemble” Featurette 
Ф The Ultimate Voice Talent Search 
® First Look at Ultimate Avengers II 
® And More! 
Мет. Rated 


Premieri 
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World's worst job? The poor fool who has 
to clean the drool off the glass barrier. 





ust two issues ago in an exclusive 
interview with PSM, the President 
of Sony CEA made it clear that his 
{ company has an ambitious new 
online strategy. However, with the exact 
details under lock and key, there's been no 
Clear picture of what Sony intends to do... 
until now. Cast aside any doubts and start 
gazing skyward, because that's where Sony 
is aiming with plans that go far beyond 
simple leader boards and matchmaking 
— or even the PS3, for that matter. 


All-Out Online War 

As the yet-to-be-dated release of the PS3 
crawls ever closer, Sony has just delivered 
final development hardware to U.S. game 
developers, several of which agreed to 




















Son 'в top-secret PS3 pl 
В асаа Xbox Live — EXC 
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speak with PSM under conditions of ano- 
nymity. We can confirm that developers 
have already begun meetings with Sony's 
support teams to make sure their games 
are compatible with the yet-unnamed PS3 
online service. "It's very real," one source 
tells us. "They [Sony] are dead serious 
about it. They've declared, and 1 quote, 
a 'full-on assault' on the latest version of 
Xbox Live." Go ahead, now — jump for joy. 
The Sony team tasked with creating 
the new online service began work on it 
shortly after the release of the PlayStation 
2 Network Adapter. "They realized pretty 
early that they had too little, too late," 
relays our source. “Р53 is a different story," 
however. "They are committed to matching 
Xbox Live [on the Xbox 360] feature for 





0 шау beyond simply 
LUSIVE first details! 












feature and then some." Our source went 
on to confirm that the service is being 

designed to also work with the PSP and its 
games; think one, big PlayStation network. 


PSP and the 
Play [Everything] Station 5 
It seems that Sony's mantra is 'anything 
Microsoft can do, we can do better.' To that 
end, a source reveals that the new online 
service will extend further beyond tradi- 
tional gaming functions than Xbox Live 
does, utilizing the PSP and PS3 as the two 
key portals to all of your home (and away- 
from-home) entertainment. 

PSP will continue to get plenty of new 
games, but, as was evident by Sony's tech 
demonstrations at this year's Consumer 


шоозерељвикб шоа eee e 
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Electronics Show, the company sees much 
more potential in the portable than simply 
blasting bad guys. "Right now, Sony CEA 
is focused entirely on Р53,” reports our 
source. “Р5Р is basically on auto-pilot from 
their standpoint. They have big plans for it 
down the road, but mainly as more of an 
accessory to the PS3." 

We have more on PSP's non-gaming 


functions, and what Sony is planning to do 


with them, in the next few pages. 
Sony knows that it has to hook hardcore 
early system buyers with the world's best 


game console, so the PS3 should be 99.9996 


game focused from day one. "There are so 
many more [PS3] games being worked on 
in the U.S. than people realize," explains 
our source. “We got our final [develop- 
ment] hardware in early January, and it's 
even faster than we were expecting. We're 
going to have a lot of fun just throwing 
stuff into our game world and trying to get 
the thing to slow down." 

Sony's long-term plans extend beyond 
gaming and into the broader entertain- 
ment world. ^DVR [digital video recorder] 
functionality is going to be a big push for 
this thing [PS3],” PSM was told. “We don't 
know exactly how the video's going to get 
onto the system, but it's a top priority for 
Sony," they added, elaborating that "high- 
def movie and TV episode downloads over 
the online service are a definite, kind of 
like the iTunes Music Store." 

Sony is planning to take the media cen- 
ter functionality that Microsoft built into 
its Xbox 360 a big step forward, according 
to our sources and others in-the-know. It 
will also allow the PS3 to stream all major 
video and audio formats over a home net- 
work. Location Free playback using the 
PSP is still planned to be in the final hard- 
ware, meaning that you will be able to use 
the portable to 
watch DVDs 


Blue-Ray Disc: Р53'5 
Huge Advantage? 


his year’s Consumer Electronics 

Show saw the introduction of three 
Blu-ray Disc players priced between 
$1000 and $1800. The PS3's ability to 
play Blu-ray Discs at (likely) less than half 
the price of the cheapest stand-alone = 
BD unit is, in anyone’s eyes, a huge sell- 
ing point. It could even be bigger than 
Р52'5 ability to play DVDs. Something 
else to consider is that, at the same 
event, Microsoft revealed that its Xbox 
360 would eventually be able to play 
discs from the rival HD-DVD format... on 
an optional, external drive. As countless 
add-ons, including Sony’s own PS2 HDD, 
have proven, if it doesn’t come standard, 
it almost always doesn’t stand a chance. 


and video files, view photos, and listen to 
music stored on your home network any- 
where in the world via the internet. Taking 
things a step further, the PSP will be able 
to send data to the PS3 (for example, pop 
the Memory Stick from your digital camera 
into your PSP while on vacation and send 
photos home). The PSP will also be able to 
control the DVR functions of the Р53. 

"It's something that will evolve to add 
new features over time," our source points 
out, adding that frequent firmware updates 
will continue to add new functionality to 
the PSP and, eventually, the PS3 as well. 























The Blu-ray Factor 

At January's CES in Las Vegas, Sony intro- 
duced its first stand-alone Blu-ray video 
player, with a hefty suggested retail price of 
$1300. Units from partner manufacturers 
were similarly priced. How, then, does Sony 
expect to sell a sub-$500 console with 

the same functionality built in? “It comes 
down to a multitude of things," says our 
source. “Оп a basic level, the PS3's CELL 
and RSX chips can handle most of what a 
stand-along Blu-ray player's various circuit- 
ry has to on their own." Mostly, though, 
it's betting on the format. "Sony really sees 
Blu-ray as a sure-fire success. They're bet- 
ting almost everything on it, and so they're 
going to take a pretty big loss on PS3 early 
on," confides a top PSM contact. "The for- 
mat's massive storage capacity is awesome 
for developers, but a lot of us are still not 
sold on the viability of the format outside 
that." They added, "But, hey, who thought 
UMD movies would be so popular?" 


When? 


Many developers that we've spoken to 
in confidence are being told to get their 











Sony’s first stand-alone Blu-ray Disc player, 
the BDP-S1, will retail for $1300 when it hits 
stores this summer. Yeah... we'll wait for PS3. 








games finished for a fall release of the 

PS3 in the U.S. As for when the ambitious 
online service will launch, that remains 

a closely guarded secret, but the fact that 
developers are making launch games 
online compatible should be a pretty big 
clue. As always, there's just no good reason 
not to stick with PSM for the latest inside 
info on all things PS3. 


The Fog P 
2005/11/80 4:00PM 00101. 
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The View: Kojima has said in 
the past that he didn’t feel PSP 
was particularly well-suited 

to the MGS experience as it's 
presented on consoles, hence 
the MGA games. With this sec- 
ond PSP series, we could take 
his comments regarding major 
departures from the MGS norm. 
to mean a shift to a first-person 
presentation (which could be 
ideal for the MGS4 to PSP con- 
nectivity Kojima has expressed ~“ 
an interest in exploring). 











The View: If Subsistence’s 
online mode turns out as good 
as expected, you can bet that 
MGS fans (and even newcom- 
os to the series) will be clam- 
ring for more. It’s worth noting 
that Kojima is still “research- 
ing” this idea, meaning that it 
could be years before (or if) it 


becomes reality. 


> 











The View: Bandai isn't 

short on popular franchises 
(Gundam, апуопе?), nor is 
Namco on development talent. 
Мега love to see what the Ace 
Combat and Soulcalibur teams 
could do with Bandai’s various 
anime-based properties. 
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Liberty Gity Stories 
goes large on PS2 


The next console GTA is... the PSP game? ` 


t wasn't made with much fanfare, but the 

announcement of the next Grand Theft Auto 

installment for PlayStation 2 has come down 

from Rockstar Games. Instead of an entirely 
new game, however, the series' legion of fans can 
look forward to a biggie-sized version of the previ- 
ously PSP-exclusive Grand Theft Auto: Liberty City 
Stories to hit PS2 this fall. 

Rockstar was unable to reveal any specific 
details or potential changes to the console port 
of LCS to PSM before we went to press, but it 
would only make sense to retain the multiplayer 
additions made to GTA for PSP and take them 
online for PS2. With memory, disc space, and 
data transfer rate restrictions lifted by the move to 
the roomier PS2 console, we'd also antici- 
pate many of the gameplay features 
from GTA: San Andreas, such as fly- 
ing, to return after being left out of 
the first PSP title in the serie: 
Now, about that voice acting... 





Given Rockstar North's track record of 
going all-out for the fans, we'd honestly be 
surprised if LCS on Р$2 was just a direct 
port of the PSP game. 

v 


The PSP’s upcoming GPS add-on as it was 
irst shown back at E3 2004. с 
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Brave exploding factories, burning buildings, flooding subways and 
more to get everyone out in time. Rescue people from 100 challenging 
emergencies, then connect via wireless to download 100 more! 
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UMD 1S MUD LE 


Dear PSM, 

In your January 2006 issue, you 

had a letter relating to a broken 

UMD. I have had this same prob- 

lem with my copy of Tony Hawk's 

Underground 2 Remix. | kept 

good care of this game, this was 

the first game | purchased, but 

eventually it started having prob- 

lems loading, and when | looked at 

closely І, noticed the plastic part on 

the top of the UMD was loose. | pushed 

it slightly back in to place. І had to do this 

every time | wanted to play the game, and after 

about a month or so, the plastic part completely separated. 

This aggravated me, so І asked оп an online forum what | should 
do about this. The people there were not very helpful and told me 






Have a question for the PSM team? Want to 
sound off about something we wrote? Visit 
psmonline.com to get in touch with us! 


Е Miguel sent in this disturbing photo of his 
= unintentionally dissected UMD. 


to just glue it. | struggled with this 
for three hours trying to get it in 
place, but eventually gave up. 
So I am lost on what | should 
do to fix this problem. Please 
Help! —Miguel Quiroga, New 
Orleans, LA 


JUSTIN: We've gotten a lot of 
responses in regards to this 
problem, so I’ll give you some 
advice we’ve gotten from readers. 
Now, remember — we haven't actually 
tried any of these solutions, so don’t blame 
us if it doesn’t work! Some readers have sug- 
gested glue, but most readers have suggested taping the UMD 
back together using scotch tape. Hope this helps! 


Dear PSM, 
I was talking to my friend at school 
the other day and 1 said that it would 
be cool if I could play Final Fantasy 

| УП on the PSP. Well, ће said that I 

| could... all I had to do was connect 


ошса e 


my PSP to the PS2 via a USB cable 

and transfer the game to my memory 
| stick. Is this at all true or is he just 

pulling my leg? —Matt Stevens 


RANDY: He wasn't pulling your leg. 
- He coldly tore it off and bashed you 
over the head with it, Matt. While 
great in concept, what your "friend" 
told you just isn't — and, unless an 
ice skating rink opens in Hell, never 


LA В 
Watching the Advent = а 
9 © will Бе — possible. 


Children UMD is the 
closest you'll get to 


FFVII on PSP... for now. Hey Guys, 


I just wanted to let you know that I 
found that energy blade to complete 


Ahoy PSM! 

Upon getting my hands on your Jan 2006 
issue, I couldn't help but notice the art editor, 
Chris, sporting a fine looking Katamari Prince 
hat. You know what? I TOTALLY MADE THAT 
HAT! And what a surprise was it to see one of 
the PSM guys wearing one. I couldn't believe 
it. Where did he get it? I sell a few hats online 
(http://basiik.net), but mostly sell them at 
anime conventions, so I couldn't help but 
wonder at what point in time did it leave 

my hands and enter Chris's. $o anyway, that 
was way rad. 1 am way honored, and I hope 
Chris enjoys it. Thanks for making my day! 
—Susan Nguyen, Desoto, ТХ (yeehaw) 


the costumes for Anakin and Obi-Wan 
in Soul Calibur III. The only problem 

is that it is Yun Seoung's weapon, the 
one with the invisible blade. You need 
to be a thief to get it and that kinda 
sucks, but if you don't mind having 
the fighting style a bit off, you could 
just make a thief to get the blue ener- 
gy blade. You can just say that the 


Jedi turn off their light sabers after 


every attack for safety reasons. Keep 
up the good work. —Benjamin Press 


JUSTIN: Sounds good! 


Hey Guys, 

The TV I've been playing my PS2 on 
was REALLY old (So old it didn't even 
have AV cables, so I've been using an 
RF adapter.). I thought it time to buy 
a new television. The guy at the store 
told me if I got a high definition 





CHRIS IMLAY: My, the Earth is very full of 
things. What is this? Oh, yes! A hat! A hat 
that looks like the Prince from the Katamari 
Damacy games! Yes! We were given this as 
a gift from Our pretty fiancé, who was work- 


ing at a thing on Earth, called a booth, at an 
anime convention, (on Earth) for her magazine 
Shojo Beat. She must have bought this thing 
from you, then put it on My head, and We 
were very pleased indeed. We smiled a genu- 
ine smile. 






television, the graphics would look 
much better. So I bought the televi- 
sion he recommended and the graph- 
ics don't look much better at all. (For 
example, when I play Madden, the 
Scores and other numbers appear 
blurred). Is there a problem with the 
television, do I. need a certain piece 
of equipment, or did the guy at the 
store make a little extra money at my 
expense? —John-Matthew Ponder, 
Tampa, FL 


RANDY: Depending on the TV, non- 
progressive scan games and systems 
can look anywhere from good to... 
far from it. Just because it's a high- 
definition set doesn't mean it magi- 
cally makes non-HD games look like 
the HD games Р53 will deliver. It's 
something that nearly every HDTV 
owner has to face... but look on the 
bright side: you're all set for the fast- 
approaching next gen. Oh, and yes, 
the guy at the store played you fora 
fool. Sorry. 


Hey PSM, 

Ihave a question. How is it that in 
RPGs, when you have an animal in 
your party, they can still go up lad- 
ders and ropes? This was bothering 
me as I played FFVII the other day. 
How does Red XIII do that? You have 
all the answers, so you must know. 
Thanks a ton. —Chris Wu 


JUSTIN: Опе word: claws. Red XIII’s 
basically a big cat, right? That means 
he has claws that he uses to climb 
things. As far as any other clawless 
animals go, they must use magic. 








Dear PSM, 
| think Rockstar would be perfect to somehow res- 
urrect Thrill Kill from the ashes. That game looked 
okay for its time, but the characters and four-player 
fighting game concept were fantastic and have not 
been tried again (I have blocked out the Wu Tang 
game made on this engine from my memory), І can 
imagine Rockstar somehow getting the rights to 
the characters, adding a bunch 

more of their own, and making 

the best fighting game ever. I’m 

sure they could add some great 

modes, and they already love " 2 7 
making co-op games. Picture 
fighting with your buddy against 
two computer controlled charac- 
ters, only to have to duke it out 
one-on-one in the end. | know 
you guys are with me on this, 
right? | know Thrill Kill won't be 
possible, but what do you think 
the chances are of them mak- 
ing a fighting game? —Mike 
Robinson, Quincy, MA 


CHRIS: I wish I could side with 
you on this one, Mike — I mean, > 
Г even have a rare Thrill Kill ~ 
baseball сар at home — but 
that game was looking pretty 


Help Me, Guys! 

I'm only 15 and I'm having a 
nervous breakdown. I went to 

a website and looked up Uwe 
Boll who directed the awful 
“House of the Dead,” "Alone in the 
Dark," and is currently work- 

ing on/ finished “BloodRayne.” 1 
was looking around some more 
and I heard that he's trying to 
buy rights for a Metal Gear Solid 
movie. Your heart stop yet? Mine 
almost did. I love Metal Gear. You 
don't think it's true do you? If it 
is true, would you help me pro- 


Troy, Montana 











I've never understood why Leon 
doesn't know what zombies are in 
Resident Evil 4, but in Resident Evil 
2, he fought them. 
—thrallesocal.rr.com 


800-LB GORILLA: Look at it this 
way, Thrall. Some mornings 1 
wake up wondering why | feel 
like death warmed over, but the 







test against ruining my (as well 
as probably all of you guys and 
other fans) favorite series? I don’t 
want this to happen! Get some- 
ne famous like Steven Spielberg 
or someone good... not Uwe Boll! 
Do you sympathize? 
—Logan Anderson, 


RANDY: | was talking with 
Kojima-san a year or so back 
about a Metal Gear movie, and 
he would very much like to see 
one made and be involved with 


Ask a Stupid 
QUESTION... 


night before, I kept on drinking... 


Because the PS3 controllers 

are wireless and shaped like a 
boomerang, will it come back if 
you throw it? —SamuraiJuffy 


800-LB GORILLA: No, but recent 
tests here at PSM prove that a 
PS3 controller, if thrown hard 


bad. We had a playable build in the office before 
the title went belly up, and aside from the shock 
value of its racy and hyper-violent scenes, there 
wasn’t much to it. Gameplay-wise, you pretty 
much saw it all in that Wu Tang game, and like 
you hinted at, that title wasn’t anything to get 
excited about. 
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the production. Knowing his 
taste in movies and directors, 

| would say that Kojima would 
do anything within his power to 
thwart any attempts by Mr. Boll 
to touch his creation. Kojima 
has come great casting ideas, 
though, which ІЛІ refrain from 
printing here out of respect for 
his desire for secrecy. | can say, 
though, that he definitely isn't 
considering Kurt Russell (who 
played Snake Pliskin, the inspira- 
tion for Solid Snake, in Escape 
From New York) for the role. 






enough, will leave a sizable 
mark on Randy... 






For a species that supposedly 
has no life, how is it fanboys 
multiply so quickly? 

—Lyndon 

















800-LB GORILLA: Well, Lyndon, 
it’s not so much “multiplying” 
as it is “infecting.” A single 
fanboy, armed with a game 
that features a nubile, scant- 
ily clad female character, can 
infect a whole neighborhood 
in about 15 minutes. The only 
сиге is girly mags, but then 
that starts something else... 












RAVES! 


RANTS & 





“Why are Microsoft 
and Sony so gung-ho over 
gameś in HD? І, and most 
people | know, don’t have 
HDTVs and don’t plan on 
forking out the dough for 
them anytime soon. My 
friend has an Xbox 360 and 
told me that while it works 
with “old fashioned" sets, 
you really only notice all 
the detail in the games in 
HD. Wouldn't the best idea 
be to make HD games, but 
also make sure they look as 
good as possible for us poor 
folk with low-def? We're the 
majority of people who play 
games, after all!” 


“Okay, | admit it — I’m 
one of the people who uses 
his PSP mostly to watch 
movies. | think UMD movies 
look great, but what really 
gets me is the lack of bonus 
features like pretty much 
every DVD out there. | mean, 
they cost just as much, for 
crying out loud. If disc space 
is an issue, at least squeeze 
a commentary track on or 
Something." 


“What’s next: stores 


.. pushing extended warran- 


ties іп case the company 


--that. makes {һе дате 


you're buying goes out of 
business? | feel like I’m at a 
car dealership every time | 
walk into a game.shop.” 


“I read your story 
on the PS3 letting gamers 
choose whatever type of 
storage they want — memo- 
ry stick, compact flash, etc. 
— for their needs. I’ve got 
a bunch of CF cards that | 
can use without having to go 
out and buy a special card 
that will only work with PS3. 
Kudos!” 














“Рт actually glad 
Sony is making changes 
to the Dual Shock for PS3. 
Гуе got big hands, and the 
new design really looks like 
it will be more comfortable E 
to, grip without cramping up 
my hands.” 







Rant or Rave at psmonline.com 
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Step up and share your mad 
love for PS2 with the world! 


А 


Zack Finfrock is back with 
his own take on Cloud Strife, 
as seen in Final Fantasy VII. 


a ы. 
Xero Reynolds loves 
= Soulcalibur, and we 
—_ love his fan art of 
22 its characters. His 
<= Mitsurugi made our 
best of 2005; now he 
presents Ivy for our 
viewing pleasure. 





1 Tiffany Vandermark sent ^ 
us our first ever fan art of Final 
Fantasy IX's Freya. 





HIT US WITH YOUR BEST STUFF! 


Get over to psmonline.com and submit your displays of 


fandom — fan art, cosplay, custom toys... you name it, we 


theme, Raven Falk molded these want it! The best of the best will be displayed here each issue! 
Chocobos and sent in a snapshot. 


Continuing with the Final Fantasy 
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\ Your game ideas — reviewed by PS2’s top game makers! 


% 





— X 


Joe’s game would take the 
phrase “armed and dangerous” 
to disturbing new heights. 


“Cut ‘N’ Paste” 


ear Pitch the Pros, 
D had a game idea. It’s kind of silly, but 

badass. It's called Cut ‘n’ Paste. What 
you do is you customize your character, some 
sort of zombie hunter, and when you kill a 
zombie you can take its arm/leg/head and nail 
it onto yourself with a sword or some other 
sharp object. If you add a head, it increases you 
intelligence level, an extra arm increases your 
strength, and if you nail on a machine gun or 
something, you control it like an arm. 


THIS MONTH'S PRO: 


ERIC MARCOULLIER 
Director of Serious 
Games, Cyherlore 

He worked on Playboy: 
Тһе Мапвіоп 





onkeys. Ninjas. Pirates. Robots. 

Zombies. These are the atomic 

elements of game design, the five 

basic food groups of a healthy 
interactive experience. 

With Cut ‘n’ Paste, | believe we may have 
reached the Holy Grail, bringing all five of these 
groups together in one game. We already have 
zombies in the game, but "braaaaiiinnnns" is so 





As you go on and fight bosses you can 
steal parts from them, and each of the bosses 
you fight will be zombie hunters. Once the 
levels progress, you can have parts of animals 
and other creatures, like а dragon’s tail, a 
crocodile's head, etc. Since you can change your 
character's attributes so precisely, there will be 
a great replay value. Top it all off with an online 
Coliseum mode where you can challenge other 
hunters. -JOE KANE, BOTHELL, VA 


2 


last millennium. | submit that the 21st century 
zombie is rioting for tax cuts or the right to vote. 
You'll be hunting down the zombie suffragists. 

You're against one zombie / one vote as 
much as the next guy, but you need a hook. 
Let's replace the sword with a katana. An angry 
undead mob tore your father to pieces at a 
polling station when you were a child, so you 
learned the ancient way of the ninja, and now 
you're out for a little justice. 

You'll upgrade your body with machine guns, 
along with lasers, plasma rifles, nano-grenades 
and proximity mines, by pulling them from the 
charred remains of robots, who allied with the 
zombies when negotiations for a 40-hour work 
week broke down. 1 guess you could attach 
robotic arms and legs too, but that doesn't make 
any sense. 








You mention other creatures like dragons and 
crocodile, but WTF?! This is a post-apocalyptic 
zombie thriller, not some pansy fantasy game. 
There’s only one animal that fits this genre 
- super-intelligent apes, who use sign language 
to challenge you to breakdancing death duels. 

And the pirates run the in-game casinos. 









Check out psmonline.com for details on 
how you can pitch the pros with your own 
game idea — and win a PSM prize pack, 

unlike Veedubdriver. 
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ues the sequel to the #1` RPG for the PSP™ system, Untold 


| making. 


——————————————— 





Legends" The Warrior's Code™ is more than a continuation of 
the Untold Legends™ series - it's a legendary adventure in the f 


With intensely heightened graphics, each dungeon environment 
breathes to life with unbelievable detail. Explore more than 45 all 
new areas each now brilliantly lit and textured all filled with a 
wider array of interactive objects, like devious traps and 
destructible walls. And your quest will take you through an 
adventure that is unlike any other on any handheld platform. 



















ы Рас ds The а ге Code has one n 
stinction of note: it's also the first online action RPG forthe PSP 
system: Adventurers can now play wirelessly over the Internet, 


» play cooperatively with a friend in the story mode or in the new 


play: к ер mode’ (which accommodates up to four 


peo} 


However you choose to play (Ad-hoc or Infrastructure), there will 
be plenty of ways to slay your friends. There's even a match- 





“Experience an incredible new world including 
5 new playable characters, 12 massive boss 


battles, plus 40 unique creatures.” 





In addition to the technical improvements the designers at Sony 
Online Entertainment (SOE) have made, they've paid just as 
much attention to improving the character elements as well. In 
fact, now five different classes of shape-shifters take center 
stage, each with enhanced customization and impressive new 
animations. 


The Prowler is a mysterious and lone dual bladed assassin with a 
martial art fighting style and quickness, while the tank-like 
Guardian is both an oversized warrior and powerful spell caster. 
The exaggerated look of these and the other three characters 
makes them easier to see in combat and these new characters 
put up one heck of a fight, especially considering they also have 
charged attacks and can assume a beast form that gives them 
өрені ШШЕ skills and attack spells. | 














making service provided by SOE. And should you wish to take а 
break from the multiplayer game, you can save out of it after 
advancing your character and continue playing it with all the 
items and skills you've collected. 


Add to that enhanced AI for NPC's, spells that can be mapped to 
‘hot keys' on your PSP™ (PlayStation&Portable) system and 
change the way you 


you've got an incredible action RPG that wil 
play portable RPG's. ®© 


к= 








Animated Blood 
Fantasy Violence 
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SONY ONLINE Game Experience May Change 
& ENTERTAINMENT During Online Play. 
2 * according to NPD Group as of Oct. 1, 2005 
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What Dark Beast Lurks Within You? 








entertainment Inc. 
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Immerse yourself in an epic storyline Experience five chapters of stunning Hack, slash and morph your way 





brought to life through dramatic new levels rendered in exquisite through the game with the help of 
in-game cinematics and voiceovers. graphical quality and enhanced detail. the superior combat system. 





Pre-order now at WWW.UNtoldlegends.com 
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Two Thrones, 

finally. Great 

game, even 

though it really started to feel like 
more of the same the further | got into 
it. l'really hope that publishers can 
take a féw chances and breathe new 
life into series like this one as they 
make the transition to PlayStation 3. 


Somewhere in- 
between my dual 
life as a human 
and an online 
avatar playing 
Battlefield 2 and Star Wars Battlefront 
П, Гуе squeezed some fun time with 
Prince of Persia 3 in, plus a little 
Midway Arcade Treasures on PSP 
when time permits. Tomb Raider: 
Legend is a bright blip on my radar, 
as is Pursuit Force. 


Winning Eleven — 

I can't get enough 

of it. Ironically, 1 

like playing 

single-player 
more than anything else. I’m 

also giving.Black a go. With MGS: 

Sübsistence and Fight Night Round 

3 just atound the corner, I'm pretty 

much set . 


| just finished 
replaying God of 
War, and before 
that | finished 
The Warriors. 
I've been playing 
some of Prince 
of Persia: The Two Thrones, too. I’m 
looking forward to playing more Tomb 
Raider: Legend, and | can’t wait to 
play some /М653: Subsistence online. 


READER PLAYLIST 


Гуе been playing lots of Resident Evil 

4. Some say it's not as scary as other 

Resident Evils, but when it is dark and 

you hear those villagers start speak- 

ing Spanish off in the distance... І get 

pretty chilled. ! just beat the original 
Metal Gear Solid, 
because | have 
already played 
MSG 2 and 8 too 
many times. 

NO PHOTO? 
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COMMAND A WIDE RANGE OF SQUADS UTILIZE REAL-WORLD COMBAT TACTICS 8 UNIQUE MULTIPLAYER LEVELS/MODES 
US Light Infantry, US Special Forces, Outthink, Outmaneuver, Outgun Enemies Through Co-op and Coalition Vs. Opposition Forces 
Multi-National Coalition Forces Over 12 Levels of Intense Combat 


WWW.FULLSPECTRUMWARRIOR.COM COMING SOON. 








MATURE 17+ 











z Blood and Gore 
Strong Language с ) 1 
Violence Playstation.o 29 р 6 X AD. 
Р СБ таа а 








© 2005 Pandemic Studios, LLC. All Rights Reserved. Pandemic ©, the Pandemic logo ® and Full Spectrum Warrior“ are trademarks and/or registered trademarks of Pandemic Studios, LLC and are reproduced under license only. Exclusively tic 
the THO logo are trademarks and/or register narks of THO Inc. All rights Tosoft, Xbox, Xbox Live, the Live logos and the Xbox log gistered trademark ks of Microsoft Corporation in the United States and/or 
under license from Microsoft. “PlayStation” and the "PS" Family logo are regist arks of Sony Computer Entertainment Inc. Online play requires internet connection. Net ipler (for PlayStation 2) and Memory Card (8MB) (PlayStation 2) (each sold separately). 
The Online icon is a trademark of Sony Compt а and the "Powered by GameSpy" design are trademarks of GameSpy Industries, Inc. The ratings icon is a registered trademark of the Entertainment Software Association. All other 
trademarks, logos and copyrights are the property of their the NVIDIA Logo, GeForce and "The Way 115 Meant to be Played" Logo are registered trademarks and/or trademarks of NVIDIA Corporation in ited States and other countries, 






sed by THO Inc. THO and 
Countries and are used 


























RATING PENDING 





Visit www.esrb.org 
for updated rating 


information. 











з 


Руф 


www.andlstreetballgame.com 


© 2006 Ubisoft Entertainment. All Rights Reserved. AND 1® and Mix Tape® are trademarks of AND 1. Ubisoft and the Ubisoft logo 
are trademarks of Ubisoft Entertainment in the U.S. and/or other countries. Developed by Black Ops Entertainment, LLC. "PlayStation" 


and the “PS” Family logo are registered trademarks of Sony Computer Entertainment Inc. Online play requires internet connection 


and Memory Card (8MB) (for PlayStation 2) (each sold separately). The Online icon is a trademark of Sony Computer Entertainment 
America Inc. Microsoft, Xbox, Xbox Live, the Live logo and the Xbox logos are either registered trademarks or trademarks of 


Microsoft Corporation in the United States and/or in other countries and are used under license from Microsoft. 





X 


хвох 








is ait ABOUT THE MOVES. 
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THE PROFESSORS 





Create your own player and original moves with School the competition online and off with the Earn yourself an AND 1 contract by bringing the moves 
the revolutionary Create-a-Move editor. intuitive new I-Ball Control system. that bring crowds to their feet in Story mode. 
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Dare to find out by taking our ultimate trivia challenge! 


PS2 HARDWARE 


1. WHEN WAS THE 

PS2 RELEASED IN 

JAPAN? 

a. November 27, 1998 

b. March 4, 2000 

c. October 26, 2000 

d. November 24, 
2000 

e.l forget 


2. NAMCO'S FIRST 
PS2-BASED ARCADE 
HARDWARE WAS 
KNOWN AS: 

a. Solvalou 

b. System 246 

c. Type-X 

d. NAOMI 

e. System 256 


3. ONE OF THE MAIN 

CRITICISMS OF THE 

PS2 HARDWARE WAS: 

a. Memory Cards 
read too slowly 

b. Only two controller 
ports 

c. Not enough USB 
ports 

d. Excessive heat 
output 

e. Emotion Engine 
prone to 
crankiness 






























4. THE ORIGINAL 

JAPANESE PS2 

FEATURED CERTAIN 

THINGS THAT WERE 

LATER REMOVED. 

THEY WERE: 

a. Infrared port and 
PCMCIA slot 

b. HDMI and optical 
audio ports 

c. Firewire ports and 
RGB output during 
DVD playback 

d. PCMCIA slot and 
Firewire ports 

e. Tempting 
mattress-style tags 
that said "do not 
remove" 


5. THE ORIGINAL 
JAPANESE PS2 
REQUIRED MEMORY 
CARD-BASED 

SOFTWARE TO 
ENABLE: 

a. DVD playback 

b. Backward 
compatibility 

. Network Adaptor 
support 

d. Optical audio 

output 
e. Party Mode 


o 


. Trick question: It 
always had it! 


7. HOW FAST IS 
THE PS2'S MAIN 
PROCESSOR? 

а. 157.456 MHz 
b. 198.339 MHz 
с. 294.912 МН2 
d. 496.295 MHz 
е. 501.223 МН2 


8. THE PS2'S 

MAIN PROCESSOR 

WAS DUBBED THE 

EMOTION ENGINE 

BECAUSE IT COULD 

SUPPOSEDLY: 

a. Simulate real 
emotions in game 
characters 

. Stimulate real 
emotions in 
players 

c. Cause 

programmers 
to cry at its 
complexity 

d. Feel sadness 
when a favorite 
controller was 
unplugged 

. Alter the game 
based on players' 
emotional 
feedback 


о 


9. IN REGARDS TO 

PSONE MEMORY 

CARDS, PS2... 

a. Could not read 
them 

b. Could read but not 
write to them 

c. Could save any file 
to them 

d. Could only write 
PSone files to 
them 

e. Played a burping 

sound effect after 

deleting them 








10. WHICH OF THESE 
PSONE GAMES DID 
NOT WORK PROPERLY 
ON THE PS2? 

a. Tomba! 

b. Vagrant Story 

c. Final Fantasy VIII 
d.Crash Bandicoot 
e. King's Field 

















11. THE BEST- 

SE PS2 GAME 

TO DATE IS: 

a. Gran Turismo 3: A- 
Spec 

b. Grand Theft Auto: 
Vice City 

c. Grand Theft Auto: 
San Andreas 

d. Final Fantasy X 

e. BMX XXX 





12. WHICH EIDOS 
LABEL PUBLISHED 
NICHE IMPORTS LIKE 
R-TYPE FINAL AND 
MISTER MOSQUITO? 
a. Wicked Games 
b. Sodie Games 

c. Xtreme Games 

d. Fresh Games 

e. K-Rad Games 


13. WHICH OF 
THESE METAL GEARS 
DOESN'T EXIST? 

a. Metal Gear RAY 
b. Metal Gear REX 
c. Metal Gear TEX 
d. Metal. Gea 
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14. NEWCOMERS 

TO VIRTUA FIGHTER 

4: EVOLUTION 

INCLUDED: 

a. Brad Burns and 
Goh Hinogami 


b. Taka Arashi and 
Shun-Di 


с. Brad Burns and 
Lion Rafale 


d. Goh Hinogami and 
Aoi Umenokouji 


e. Heihachi, Link, and 
Spawn 


15. IN TEKKEN, WHO 
IS NOT A MISHIMA BY 
BLOOD? 

a. Jin 

b.Lee 

c. Kazuya 

d. Jinpachi 

e. Heihachi 


16. WHICH 
SOULCALIBUR 
WARRIOR USES THE 
NASTY COMMAND- 
THROW KNOWN AS 
SUMMON SUFFERING? 


a. Astaroth 
b. Lizardman 


c. Isabella “Ivy” 
Valentine 


d. Cervantes de Leon 
e. Voldo 


17. WHAT SORT OF 
TREAT DOES A SNAKE 
EATER EAT? 


a. CalorieMate 
b. Diazepam 

c. Russian ЕІК 
d. Fresh caviar 


e. Endangered Bald 
Eagles 








a. Ratchet & Clank: 
Going Commando 

b. Ratchet & Clank: 
Up Your Arsenal 


c. Ratchet: 
Deadlocked 


d. Disruptor 
e. SheepWars 


A 


19. DAXTER WAS 
TRANSFORMED INTO 
THIS CUTE, FURRY 
CREATURE: 

a. Hermbil 

b. Esunarat 

c. Darmous 

d. Ottsel 

e. Spampster 


20. WHICH OF THE 

FOLLOWING RPGS 

WAS NOT DEVELOPED 

BY LEVEL-5? 

a. Dragon Quest VIII 

b. Shadow Hearts 2 

c. Dark Cloud 2 

d. Rogue Galaxy 

e. Trick question: 
They all were! 


21. WHICH OF THE 
FINAL FANTASY XI 
RACES HAS ONLY ONE 
GENDER? 

a. Galka 

b. Mithra 

c. Elvaan 

d. Tarutaru 

e. Player 


22. WHICH GAME 
WAS NOT BASED 
ON THE "DARK 
ALLIANCE" ENGINE? 
a. The Bard's Tale 
b. Combat Elite: 
WWII Paratroopers 
c. Dual Hearts 
d.Fallout: 
Brotherhood of 
Steel 
Baldur's Gate: 
Dark Alliance II 


е 


23. WHAT 
IS THE MOST 

OUTLANDISH 

PART ОР 
KINGDOM 
HEARTS? 

a. Mickey Mouse as a 
knightly king 

. Beating on 
enemies with a big 
key 

. Sephiroth being 
beaten by a 10- 

year-old 


т 


о 


|. When Goofy turns 
into a turtle 


e. You know, the 
whole game's kind 
of out there 


24. THE FIRST OF 

ATLUS’ SHIN MEGAMI 

TENSEI GAMES 

TO SEE CONSOLE 

RELEASE IN THE 

STATES WAS... 

a. SMT: Nocturne 

b. SMT: Digital Devil 
Saga 

c. SMT Nine 

d. Soul Hackers 

e. SMT: BLT 


25. Т0 DATE, HOW 

MANY MADDEN NFL 

GAMES HAVE COME 

OUT ON PS2? 

a. Five 

b. Six 

c. Seven 

d. Eight 

e. Yes, 1 would like 
you to rush me 
free information on 
the Madden Diet 


26. IN 2005, EA 
SPORTS INKED 
EXCLUSIVITY 
AGREEMENT(S) WITH: 


a.NFL 
b.NFL and NBA 
c. NFL and NHL 
d. NHL and NBA 
e.NRA 






27. WHERE DOES 
THE "ELEVEN" OF 
"WINNING ELEVEN" 
COME FROM? 


a. 


g 


o 


а 


о 


There are 11 
players on field per 
team. 


. By FIFA rules, the 


game ends if one 
team is ahead by 
11. 


11 was the jersey 


number of soccer 
legend Pelé. 

It's like a baker's 
dozen, only in the 
opposite direction. 


. It's a weird 
European thing, 
like soccer. Err, 
football. 


28. WHAT WAS THE 

FIRST PS2 TITLE FAN- 

FAVORITE DEVELOPER 

TREASURE WAS 

INVOLVED WITH? 

a. Gradius V 

b. Ikaruga 

c. Silpheed: The Lost 
Planet 

d. Stretch Panic 

e. Trick question: 
Treasure never 
gets involved; it 
gets even. 


29. ONIMUSHA 3 
SAW THE PLAYABLE 
ADDITION OF WHICH 
FRENCH SCREEN 
LEGEND? 

a. Jean Reno 

b. Gérard Depardieu 
c. Jean-Luc Caron 
d. Thierry Lhermitte 
e. Jerry Lewis 


30. WHAT ARE THE 

NAMES OF THE MAIN 

NEO CONTRA DUDES? 

a. Bill Rizer and 
Jaguar 

b. Mad Dog and 
Scorpion 

с. Bill Rizer апа 
Lance Bean 

d. Lucia and Bill Rizer 

e. Blue Pants and 
Red Pants 















uo жойды”: 





TA CHECK YOUR PLAYSTATION 1.0. 


PSP HARDWARE | 


31. "PSP" STANDS 
FOR: 


a. Portable 
PlayStation 


b. PlayStation Pocket 
c. Pocket PlayStation 


d. PlayStation 
Portable 


e. Pretty Sexy 
Portable 





32. PSP'S DISC 
FORMAT IS CALLED: 
а. UMD 

b. Mini-DVD 

c. Minidisc 

d. UDM 

e. Disclet 

33. WHICH OF THESE 

WEIRD PSP TIDBITS IS 

ACTUALLY TRUE? 

a. The kinetic energy 
of the spinning 
game disc adds to 
battery life. 

b. PSP's 333MHz 
CPU is 
underclocked to 
222MHz. 

c. PSP movies are 
region-free. 

d. The PSP's body 
is exactly as long 
as Ken Kutaragi's 
foot. 

e. So-called "dead 
pixels" can be 


revived with a 
vigorous shake. 


34. EARLY PSP 
UNITS SUFFERED 
FROM WHICH BUTTON 
GOING STICKY? 

. Square 

b. R1 

c. Triangle 

d.X 

e. Volume Down 


» 


35. НОМ MANY PSP- 
BASED MOVIES ARE 
AVAILABLE IN THE 
UNITED STATES? 

a. Almost 100 

b. Pushing 200 
c. 250 or so 

а. 350ish 

e. 500, of which half 


are SpongeBob 
episodes 


36. IN THE U.S., THE 

PSP HARDWARE IS 

AVAILABLE IN: 

а. Just a Value Pack 

b. A Value Pack and a 
Giga Pack 

c. A Value Pack, a 
Core Pack, and a 
Giga Pack 

d. Three shell colors 

Very expensive, 


high-end Happy 
Meals 


o 


37. WHICH FEATURE 

HAS NOT BEEN ADDED 

TO THE PSP VIA 

FIRMWARE UPDATES? 

a. WPA-PSK 

encryption 

b. Integrated web 

browser 

RSS feed support 

d. Virtual light 
machine for media 
player 

. Image viewer fixes 


o 


o 








38. WHICH FORMAT 
MUST PSP VIDEO 
CONTENT BE 
ENCODED IN? 

a. MPEG3 

b. MPEG4 

c. WMV 

d. QuickTime 

e. Color 


39. AT THIS POINT, 
MOST MULTIPLAYER 
PSP GAMES UTILIZE: 
а. Ad-Hoc 
networking 
b. Infrastructure 
networking 
. Networking via 
Link Cable 
.128-Ыї DES 
encryption 
e. Real Time 
Profanity 
Transmission 
(RTPT) 


° 


[3 


40. THE DEFAULT 
PSP BATTERY HAS A 
CAPACITY OF: 


а. 1600 mAh 
5.1800 mAh 
с. 2000 mAh 
d. 2200 mAh 


e. Pa, mAh's not 
movin’! 


шоб ьа ә 

































PSP: THE GAMES 


41. WHICH RACING У 
GAME IS REGULARLY 
UPDATED WITH 
DOWNLOADABLE 
TRACKS? 


a. Ridge Racer 

b. WipeOut Pure 

c. Burnout Legends 
а 


. Need for Speed 
Underground 
Rivals 

Trick question: 
downloadable 
content's not 
available yet. 


о 


45. METAL GEAR 


42.LEGENDARYRPG АС!02: 
DEVELOPER FALCOM a. Marks a return to 
IS BEHIND WHICH PSP. more traditional 


RPG? MGS-style 
a. Kingdom of _ gameplay. 
Paradise b. Stars the cast 
b i of MGS3: Snake 
b. PoPoLoCrois атма 
c.LegendofHeroes ~~. Contains five times 
d. Untold Legends as many cards as 
e. Legends of the before. 
Cage d. Features 
sequences 
in actual 
stereoscopic 3d. 


46. WHICH GAME 
IS NOT IN NAMCO 
MUSEUM BATTLE 
COLLECTION? 

a. Rolling Thunder 
b. Dig Dug 

c. Dragon Spirit 

d. Grobda 

e. King & Balloon 


43. LUMINES IS THE 
FIRST PUZZLE GAME 


47. RIDGE RACER... 


was developed in 
nly six months. 





а. Tetsuya Mizuguchi 


b. Yuji Мака b. ...featured all of 

c. Yuji Horii the tracks from R4. 
d. Yu Suzuki c. ...featured online 
e. Keiji Inafune Internet play. 


d. ...had a cool Pac- 


ње Man дате while 
44. GTA: LIBERTY | 
CITY STORIES PUTS leasing. 


YOU IN THE CRIMINAL ©- „ran at only 
SHOES ОЕ: 30 frames per 


second. 
. Toni Cipriani 
. Salvatore Leone 
. Tommy Vercetti 
. Carl Johnson 


. Thuggy McThug, 
Esquire 


саосо 


48. DARKSTALKERS 

CHRONICLE: THE 

CHAOS TOWER WAS 

MOST SIMILAR TO: 

a. Vampire Savior for 
Arcade 

b. NightWarriors for 
Arcade 

c. Vampire Chronicle 
for Dreamcast 

d. Darkstalkers 3 for 
PSone 

e. X-Men vs. The 
Munsters 





49. WHAT WAS THE 
FIRST PSP GAME TO 
SUPPORT ONLINE 
VOICE CHAT? 

a. WipeOut Pure 


b. Midnight Club 3: 
DUB Edition 

c. Tony Hawk's 
Underground 2 
Remix 


d. SOCOM U.S. Navy 
SEALs Fireteam 
Bravo 

e. Trick question: 


None support 
voice so far. 





50. WHAT WAS THE 

FIRST PSP TITLE 

EVER PUBLICLY 

DEMONSTRATED, AT 

GAME DEVELOPERS 

CONFERENCE 2004? 

a. Ridge Racer 

b. Death Jr. 

c. Lumines 

d. WipeOut Pure 

e. Trick question: 
PSP wasn't 


demonstrated until 
ЕЗ 2004. 








THE 
PEOPLE 


51. WHO IS COMMONLY 
CONSIDERED THE 
"FATHER" O| 
PLAYSTATION? 


рур IS-EIKE 
| JACKINGINTO Даја 
MATRIX: a 


ИЧ 



















a. Ken Kutaragi 56. THE CRASH 58. TRAGICALLY 60. WHO WAS NOT 
b. Kazuo "Kaz" Hirai BANDICOOT SILENT AT FIRST, THIS А MEMBER OF HIGH- 
" i Idei PROPERTY IS NOWIN PS2 HERO GAINED HIS POWERED GIRL POP 

. Nobuyuki Idei 
d Buc | THE HANDS OF: VOICE IN HIS SECOND GROUP YRP? 

|. Ryoji Chubachi | Hora: ) 
e. Ryo Hazuki a. Sierra e a. Paine 61. “PLAYING GAMES | 64. “THIS WAS 

b. Vivendi Universal a. ICO b. KOS-MOS ON THE PS2 IS LIKE ACTUALLY THE FIRST 
52. THE CEO OF SONY c. Konami b. Sly Cooper c. Yuna JACKING INTO THE PROJECT FOR THE 
CORPORATION IS: d.SCEA c. Ratchet аке MATRIX." TEAM. IN A GOOD 
a. Howard Stringer e.Top-tier designers d.Jak e. Trick question: a. Ken Kutaragi HAS AM EAM 
S Kcu REED Mrd racing to bring e. The Prince of There's no such b. Kazuo "Kaz" Hirai TAR AN AMATEUR ~ 
c. Andrew Card Se a cally persi ue с. Andrew Card SOMETHING WE TRIED 
a. Steve Face extravaganzato бә, THIS GUN-TOTING gorii metet 
e. Jack Tretton a breathlessly SLAYER HAD A WEAK - e. Keanu Reeves THE DEVELOPMENT 
waiting world SLAYER HAD AWEAK STAGES. 

53. WHEN PLAYSTATION MADE A COMEBACK 62. “АВЕ YOU GOING a. Keita Takahashi 
LAUNCHED IN 1 57. EVERYONE'S IN THEIR THIRD ТО SPEND $199FORA Ь. Fumito Ueda 
THE PRESID FAVORITE LOMBAX, ^ GAME. CONSOLE TO PARTAKE ©. Shinji Mikami 



























SONY COMPUTER IN AN EXPERIMENT de 
Sur Te pd ERAN OR AN EXPERIENCE?” €: Yoshiki Okamoto 
AMERICA WAS: Меат инвоп:э„пеппеву а. Ken Kutaragi e. Keiji Inafune 
a. Steve Race » Orxon о. Godename 47 b. Kazuo kar Hirai 
: | i d. Dante у : 65. “I WOULD 
b. Kazuo “Kaz” Hirai c. Novalis pante, c. Howard Lincoln LIKE TO CREATE 
c. Bernie Stolar d. Aridia е. Viewtiful Joe d. Bill Gates A PLAYGROUND 
d. Howard Stringer e. Melmac e. That monocle guy FOR CHILDREN 
e. Ап\геЇСа! from Monopoly ... A NORMAL 
j PLAYGROUND IS 
63. “...IF THE FLAT BUT | WANT AN 
PLAYSTATION 2 IS UNDULATING ONE, 
i GOING TO SELL AS WITH BUMPS." 
MANY HARDWARE a. Koji Igarashi 
UNITS AS THE b. Tetsuya Mizuguchi 


PLAYSTATION 1 SOLD, 


THEN 1 DON'T САВЕ c. Shigeru Miyamoto 


IF | HAVE TO PIERCE d. Keita Takahashi 
MY NAILS WITH PINS е. Hironobu 

TO GET IT TO WORK, Sakaguchi 

РМ GOING TO DO IT 


BECAUSE THAT'S 
WHERE THE MONEY 
1S.” 


a. Jason Rubin 

b. Julian Eggebrecht 
c. Andy Gavin 

d. David Jaffe 


е. Anonymous 
industry pins- 
through-nails 
enthusiast 


вв WOULD. 
ИКЕ ТО CREATE 
A PLAYGROUND 
FOR CHILDREN 
А NORMAL 
PLAYGROUND IS 
FLAT BUT-TWANT-AN 
UNDÜLATING. ONE; 
WITH BUMPS. ай 





54. TODAY, THE BOSS 
OF SCEA IS: 


a. Howard Stringer 
b. Kazuo “Kaz” Hirai 
c. Steve Race 

d. Ed Fries 

e. Jack Tretton 


55. THE CREATOR OF 
EYETOY IS: 


a. Dr. Andy Gavin 

b. Dr. Richard Marks 
c. Dr. Theodore Price 
d. Dr. Brian Fleming 
e. Dr. Lorne Lanning 


T4 CHECK YOUR PLAYSTATION 1.0. 
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66. PRYZM EMBARKS 
ON A QUEST TO RID 


HER KINGDOM OF: 
a. A dark unicorn 
b. An evil hobbit 
c. Shady trolls 

d. Pernicious imps 
e. Rogue mimes 


67. WHICH BELMONT 
HAS BEEN KNOWN 

TO LAMENT HIS 
INNOCENCE? 

a. Simon 

b. Trevor 
c. Leon 
d. Hector 
e. Richter 


68. THE FIRST PS2 
INSTALLMENT OF 
THIS LONG-RUNNING 
RPG SERIES, THOUGH 
GREAT, WAS QUITE A 
DEPARTURE: 

a. Dragon Quest 

b. Final Fantasy 

с. Breath of Fire 

d. XenoSaga 

e. Suikoden 


69. САРСОМ'5 

EVERBLUE 2 WAS A 

GAME ABOUT: 

a. Skydiving 

b. Virtual aquariums 

c. Deep sea fishing 

d. Scuba diving 

e. Monotoned 
painting 


70. WHAT WAS THE 
FIRST HIGH-RES 2D 

FIGHTING GAME FOR 
THE PS2? 


a. Street Fighter 111: 
Third Strike 


b. Guilty Gear X2 


c. The King of 
Fighters: NeoWave 


d. Capcom vs. SNK 2 


e. Trick question: 
They're all low-res. 


71. THE PS2 HAS 
EXACTLY ONE 
FIREWORKS-BASED 
PUZZLER. WHAT IS IT? 


a. Simple 2000: The 
Fireworks 


b. Fantavision 
c. Flipnic 

d. SkyGunner 

e. Click 'n Boom 


-= 


а. 


d. 


72. WHAT WAS THE 
AMERICAN TITLE OF 
SHINOBI'S SEXIER 


SEQUEL? 

* Nightshade Sy 
b. 
c. 


. Erotic Assassin 





























































Kunoichi 


Red Ninja: End of 
Honor 


Revenge of 
Shinobi 


Shinobi 








73. DESPITE 

SEVERAL YEARS OF 

WORK, WORKING 

DESIGNS NEVER 

ACTUALLY RELEASED 

WHICH JAPANESE PS2 

GAME IN AMERICA? 

a. Dog of Bay 
b. Growlanser: 
Generations 

c. Bouken Jidai 
Katsugeki: 
Goemon 

d. Hresvelgr 

e. Simple 2000 Vol. 
81: The Chikyuu 
Boeigun 2 


74. STREET FIGHTER 
ANNIVERSARY 
COLLECTION 
FEATURES: 

a. Street Fighter 
Alpha 3 and Street 
Fighter Ш: Third 
Strike 

b. Street Fighter 
Ill: Third Strike 
and Super Street 
Fighter | Turbo 

c. Hyper Street 

Fighter ІІ: The 
Anniversary 
Edition and Street 
Fighter ІІ: Double 
Impact 

|. Hyper Street 

Fighter |: The 
Anniversary 
Edition and Street 
Fighter Ш: Third 
Strike 


о 


e. Please send help. 


| am trapped 
under prefixes and 
suffixes. 


. WHICH NAMCO 
М GAME DID NOT 
IT THE PS2? 
a. Vampire Night 
b. Time Crisis 2 
c. Crisis Zone 

| Time Crisis 3 

+ Point Blank 3 


. THE PS2 
NETWORK ADAPTOR 
CAME WITH A 
MAIL-AWAY OFFER 
TO RECEIVE WHICH 
GAME? 

a. Madden NFL 2004 

b. EverQuest Online 
Adventures 

c. Twisted Metal: 
Black 

d. My Street 

e. EyeToy: Immolate 


TT. CASTLE 
SHIKIGAMI 2 IS THE 
AMERICAN TITLE OF 
WHICH SHOOTING 
GAME? 


a. Shikigami no Shiro 
2 


b. Shiro no Shikigami 
2 


o 


. Simple 2000 Vol. 
38: The Vertical 
Shooting 2 

.ESP Galuda 


. Trick question! 
That game never 
came out in 
America. 


са 








78. IN 

THE WORLD OF PS2 

GAMES, WHAT DOES 

R.A.D. STAND FOR? 

a. Robot Assassin 
Device 

b. Robotic Archaic 
Detonator 

c. Robot Alchemic 
Drive 

d. Rob, Andrew, 
Dave - three 
programmers 

e. Really Annoying 
Dance 


79. WHICH HIGH- 
ALTITUDE, GRAPPLING 
1 SWINGING COMBAT 
GAME WAS FEATURED 
ON A U.S. DEMO DISC 
BUT NEVER ACTUALLY 
RELEASED HERE? 


a. Umihara Kawase 
Shun 


b. ChainDive 

c. Dive Assault 
d. Strider 2 

e. Grappladiator 


80. THIS 2004 JET 
LI ACTION GAME 
GENERALLY FAILED 
TO RISE TO THE 
OCCASION. 

a. Rise to Honor 
b. Dragon Rising 


c. Rise of the 
Syndicate 


d. Rising Sun 
e. Honor Squad 


81. WHO MISSED OUT 
ON THE TEKKEN TAG 
TOURNAMENT? 

a. Wang Jinrei 

b. True Ogre 

c. Kunimitsu 

d. Julia Chang 

e. Christie Monteiro 





82. WHICH WAS 
THE FIRST KARAOKE 
REVOLUTION TO 
FEATURE A DUET 
MODE? 


a. Karaoke 
Revolution 
b. Karaoke 
Revolution Vol. 2 
c. Karaoke 
Revolution Vol. 3 
. Karaoke 
Revolution Party 
. Trick question: 
They all did! At 
least when we 
drank... 


co SurüeuSd S. Ө. 


о 


o 


83. WHAT IS NOT 
AMONG THE PRINCE 
OF PERSIA'S TIME- 
CONTROL POWERS? 
a. Slow Motion 

b. Freeze 

c. Rewind 

d. Fast Forward 

e. Record 


84. IF YOU'RE 
REALLY NUTS, WE 
LOVE KATAMARI 
REWARDS YOU FOR 
ROLLING UP HOW 
MANY ROSES? 

а. 10,000 

b. 100,000 

с. 500,000 

d. 1,000,000 

е. 2,000,000 


85. THOUGH 
AFFLICTED WITH 
SLOWDOWN, THIS 
SCEI/ATLUS FLYING 
GAME LOOKED LIKE 
A HAYAO MIYAZAKI 
FiLM. 

a. Sky Odyssey 

b. Skies of Arcadia 


c. SkyGunner 
d. SkyKid 
e. Porco Rosso 


Шш Li 
Hollyn 00. 








For the first time ever in an NBA game, step off the The exciting NBA Ballers action is back with all new All-new 2 on 2 gameplay allows you to pick a partne 
court to explore Los Angeles and choose your path to game modes, brand new luxury courts, and the most from the best players in the NBA and pair up with a 
stardom as #1 draft pick or entrepreneur. H 2 ž 

insane blacktop moves. teammate to take it to the online courts. 
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86. WHEN WAS 

THE PS3 OFFICIALLY 

UNVEILED TO THE 

WORLD? 

а.ЕЗ 2004 

b. GDC 2005 

c. April, via an MTV 
PS3 special 

d.E3 2005 

e. After a supper 
where Ken was 
drinking 


87. WHAT IS THE 

TECHNOLOGY BEHIND 

CELL'S "PROCESSING 

ELEMENT"? 

a. 3.2 GHz PowerPC 
core w/ 512 KB L2 
cache 

b.3.6 GHz PowerPC 
core w/ 256 KB L2 
cache 

с. 3.4 GHz Pentium 4 
Extreme Edition w/ 
512 KB L2 cache 

d. 3.4 GHz Celeron 


трение 3 


89. HOW MUCH 
DATA CAN THE 
PS3'S BLU-RAY DISC 
TECHNOLOGY HOLD? 
a.9.7 GB 

b.27 GB 

с.54 GB 

d.87 GB 


e. About 700 datas, 
give or take 


90. WHICH MEMORY 
FORMAT IS NOT 
SUPPORTED? 

a. Memory Stick 

b. Compact Flash 

c. Memory Card 


d. Secure Digital 
Card 


91. WHICH GEE-WHIZ 
TECH FEATURE DOES 
THE PS3 NOT HAVE? 
a. Dual HDMI outputs 
b. Three Gigabit 
Ethernet ports 



































WNA — 
PLAYSTATION 


That's right - we're giving away a U.S. PlayStation 3 to 
one lucky winner (to be delivered after the system is 
released in the U.S., obviously). Here’s how to enter: 
Write your answers to the five super-hard questions 
оп this page on a postcard, along with a 50 word (or 
less) essay on “Why you deserve a PS3 more than 
anybody else” and mail it to: 


PSM IQ CHALLENGE 

4000 Shoreline Court 

Suite 400 

South San Francisco, CA 94080 





Only postcards with all five questions 
answered correctly will be judged on the 
merits of the essay. The winning entry 
will be announced in our July issue. 


Entries must be postmarked on or 
before April 1, 2006 to be eligible. 


Please include your phone number! 


FIVE EXTRA- 















core w/ 256 KB L2 (one in, two out) 93. PS3’S WIRELESS 94. 
cache 803 41a wireless BLUETOOTH WHICH BIG-NAME PS3 
e. Electricity * Rotworking CONTROLLERS WILL САМЕ ARE WE JUST | | | 
| ALLOW FOR HOW MAKING UP AT THIS ! | ЖАРК 
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It’s the moment of truth. Time to tally up that score 
and see how you fared! Or crumple up the scoring 
sheet and hide it from the world, depending. 


21-40: 41-60: 61-70: 


You're new to You know a thing | You've gota 

this gaming or two about good working 

thing, huh? Read PlayStation, knowledge of 

more PSM - you we'll give you PS2, but don’t 

might shape up! that. Could know get cocky. Well, 
more, though. okay, just a little. 


0-10: 


Hand the mag 
back to your kid. 
It’s not helping 
you. 


11-20: 


The law of 
averages deem 
you’ve gotten 
around 20% 
correct. Weak. 


Pretty good. 
You've got 


lot of gaming 
knowledge! 
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spunk, and more 
importantly, a 
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PS2 GAME IN THE 
STATES. WHAT WAS 
IT? 

a. Makai Kingdom 
b. Tube Slider 

c. Phantom Brave 


d. The Adventures of 
Cookie & Cream 


e. Culdcept 


71-80: 


You're in the 
upper echelons 
of smarty 
gamers! If you’re 
not writing a 
book, you should 
be. About games, 
hopefully. 
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91-95: 

. 
Total Freak, But 
In A Nice Way! 
Tell us you used 
Google. No? 
Well then, you 
һа new job 
waiting at PSM*. 
Welcome to the 
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At Wilkia, we understand that 21st century naval warfare calls for modern mission solutions. We're here to serve your 
needs with a vast fleet of warships, including destroyers, battleships, and submarines, as well as an array of armaments 
customized for you and by you using the latest tools in vessel design. With numerous key upgrades, including plasma, 


laser, and railgun technology, our ships will play a dominant role in the future of littoral and open sea battlespaces. 
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New York City, 1978. You were the fastest wheelman on the street. You were a legend. 
You were money. Until they set you up and sent you down. Twenty eight years inside for 


someone else's crime. Noui you're getting out. Guess what? You got a new job... 


...It's called revenge. 
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РЕМ looks at where Sony's 
handheld prodigy excels — and 
where it needs improvement 


he release of the PlayStation Portable one year 
ago was one of the most important events in 
the history of videogames. After all, no one had 
ever seriously stood up to Nintendo's Game Boy 
monopoly, and Sony is the company that had come out 
of virtually nowhere to knock the Nintendo from its perch 
atop the console world ten years prior. 

Twelve months have passed since that day in March 
2005, so it's only fitting for PSM to look back over them 
and answer the big question: Is PSP everything everyone 
wanted it to be? For a piece of electronics with so many 
potential uses, that's a pretty tough question to answer, 
but we're up for the challenge. 
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alk into any store that sells videogames and 
take a look at the PSP section. It doesn't take 
a retail industry analyst (a exceedingly fun job, 
we're sure) to tell you that the handheld's first year 
wasn't exactly a bountiful one in terms of game 
releases. On the other hand, with just over 60 
titles on shelves as of this issue, PSP certainly isn't 
withering on the vine, either. 

The most important factor here, as anyone who 
really appreciates games knows, is their quality, 
not their quantity (though that's always a nice 
combination). The small number of really great PSP 
games mostly came out near the system's launch, 
leaving а ІШІ of worthwhile new releases until late 
October when Grand Theft Auto: Liberty City Stories 
hit shelves. While it does take most game systems — 
portable or console — at least a year to build a decent 
library, PSP's line up still falls short. And at an average 
price of $50 a pop, that's a big problem. 


GTA: Liberty City Stories was 
2005’s pinnacle of exclusive 
PSP games (except it’s now 
being ported to PS2 — d’oh!). 















his is one area where Sony has really failed to clearly 
| set the PSP apart from its competition, or even its 
| console sibling. By and large, an overwhelming number 
| of PSP’s games — even the really good ones — are just 
| portable re-workings of PS2 games, with very few PSP 
|| exclusives of better-than-average quality. Unless you are 
always on the move, there's not a lot of reasons to buy 
| а scaled-down version of Need For Speed: Most Wanted, 
for example, when the PS2 
| game is much better in every 
| way. Hey, when Sony is 
| putting old PSone games оп 
| 






the system — with features 
removed, even — you know 
something's not right. 





Ape Escape: On The Loose is one оғ the best examples of 
the worst trend in PSP software — crippled or content-light 
versions of older games being sold for $50. 










eading into the PSP’s second year, we're thankfully 
starting to-see and hear about cool new PSP-exclusive 
games in the works. Titles like Exit, Loco Roco, Pursuit 
Force, a new Ghosts 'n' Goblins and GTA, and the God of 
War creator's secret "HL" project will help the PSP gain 
momentum. This early into 2006, the exact number of 
new titles to expect is hard 

to pin down, but things are 

definitely looking up. 
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~ | Exit (above) and Loco 
uel Roco (left) are two of the 
- У NS standout original games 
on tap for PSP іп 2006. 
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The Hardware: DELIVERING ON THE PROMISE | 


arly on, the PSP-was being heralded as an outright 
powerhouse of a system that could leave PS2 in its 
wake. To date, we really haven't seen any games that back 
this up. If anything, the overall technical aptitude of the 
PSP seems to have under-delivered based on currently 
available games, with-a handful -of standout exceptions 
(Ridge Racer and WipeOut Fusion, to name a couple). 

The lack of a second analog stick (puck, or whatever you 
want to call it) is definitely proving to be a shortcoming 
after a year on the market. The persistence of sometimes 
painfully long load times in many games is a bigger culprit, 
since it can (and does) often negate the very appeal of a 
portable, play-it-anytime system. 

The-overall quality of the PSP itself is excellent, not 
considering the expected bad pixel here or there. The 
screen is sharper, brighter, 
and more vibrant that we 
could have wished for, and 
it feels like a great piece of 
consumer electronics. 












year ago, would we have thought that there would be more than 
200 video UMDs available for PSP in the U.S. by now? No way. 
But somehow, be it amazing luck or sheer force of will, movies and 
other video content on UMD is exploding. You can go into your local 
department store and find a PSP section right there with the DVDs. (Of 
course, the UMDs cost as much as the same film on DVD, and 9996 of 
the time lack special features — not to mention the fact that you can 
only ever watch them on the PSP's screen). Music UMDs, on the other 
hand, have been.-a complete no-show. 
Getting your own video onto the PSP 
was hit-or-miss at first, but a number of 
- commercial and free applications have made 
it easier. PSP.isn’t the most elegant MP3 
Pretty much every major new DVD release is player, but for pocket-ready video on the go, 
accompanied by a UMD version. It's just a shame it's hard to beat. And with a web browser 
they don't share the same bonus content. out and lots more features in the works, the 
PSP really is becoming an all-in-one device. 





лааааааасассаосааасаа 





n its first year, PSP has proven to be some of what we 

expected and a lot of what we didn't. The games weren't 
as plentiful as had been hoped, nor as original or visually 
stunning. On the other hand, the system itself is a fantastic 
piece of consumer electronics with an amazing lineup of movie 
content on UMD. As we get into 2006, we hope to see more of 
a focus on original games on the system and are intrigued by 
upcoming non-gaming applications, such as GPS navigation. 
The future is certainly bright for Sony's portable endeavor, even 
if it got off to a confused and slower than expected start. 
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i play. i win. i gloat. i kick back. i catch a movie. 
i hear some tunes. all thanks to one little card. 


Turn your PSP" (PlayStation? Portable) handheld entertainment device into a fully loaded multimedia 
machine. How? With a SanDisk? gaming memory card. It gives you the power to play music, view 
pictures, watch movies and of course save countless game data, all with one little card. Also 
available for PC gamers — the new Cruzer Crossfire" USB Flash Drive. It lets you take your game 
demos, trailers, game saves and casual games with you wherever you go. The Cruzer Crossfire carries 
music and photos for Xbox 360" users. | 


WWW.SANDISK.COM/PLAY2MAG 





Cruzer Crossfire" USB 
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Memory Stick 
PRO Duo" 


sanDisk 72 


STORE YOUR WORLD IN OURS™ 
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your new favorite game site 
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‚ОМ THE ROAD AGAIN 





DRIVER: 

PARALLEL LINES 
PUBLISHED BY 
Atari 

MADE BY 
Reflections 
Interactive 

WHAT IS THIS? 
All things driving in 
an open world. 


ESRB RATING 
Not yet rated 


IT COMES OUT 
March 


MULTIPLAYER 
No 


ONLINE 
No 


THE 
CUSTOMER 
19 ALWAYS 
RIGHT 


DRIV3R, the infamous 
sequel that people 
couldn't get enough 
of, proved опе thing if 
anything: the people 
are always right. 
Despite receiving a 
Metacritic average 

of only 57, the game 
sold over a million 
copies in the US alone. 
Considering the fact 
that very few games 

— even ones that 
score very well — ever 
make it past that mark, 
we're dying to know 
what was in Atari's 
secret sauce. 
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xpectations can be 

a bitch sometimes. 

There's really nothing 

worse than expecting 
the world in the palm of your 
hands, only to be given a plastic 
globe keychain at the end of the 
day. It’s completely unfulfilling, 
not what you wanted, and 
leaves a taste of sour milk in 
the mouth. That's exactly what 
happened in 2004 with DRIV3R, 
the last game in the once-great 
Driver series, and even today 
we're still trying to forget the 
whole debacle. 

In its favor, we all wanted 
it to be something it wasn't: a 
“GTA-Killer.” It's for exactly that 
reason that the anticipation 
level for the game reached 
superhuman heights, creating 
unrealistic wants and needs 
in each and every one of 
us. Consequently, the game 
started to veer more in that 
very direction, leaving the end 
product feeling unfocused, 
unfinished, and exactly what a 
Driver game shouldn't feel like. 
Having learned their lesson 

from the last round, the team at 
Reflections is out to set things 
right and rub away the tarnish 
that's been smudging the 
franchise's integrity. Their key to 
it all is to bring the series back 
to what it's all about: driving. 


Driver: 
Parallel Lines 





When you leave '70s NYC and head 
into present day, the cars, weapons, 
music, and even your walk change. 
The great damage modeling does not. 











It's all about 
Hollywood chase 
scenes and driving 
i rallel Lines. 
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| PREVIEWS 


ew York City, 197X. The opening 

montage of stock footage and pho- 

tographs nail the time and tone 

perfectly. The narration even feels 
vintage in its own right; slightly cocky, com- 
pletely nostalgic. It all segues directly into the 
game, placing you immediately behind the 
wheel in a sun-soaked Times Squares. You're 
on à job, taking your backseat driver as far 
away as possible from the shop he just took. 
Cops are on your tail, and you've gotta lose 
them — it's the classic Driver setup. 

Parallel Lines nips and tucks the standard 
Driver formula, expanding in some areas 
while showing a level of restraint in others. 
The emphasis of the game is on driving (as 
it should be), and the game does its best to 
diversify the gameplay within the context of 
the genre. Deliveries, pickups, stunt driving, 
chases and races are all generously sprinkled 
throughout the game's campaign, with other 










INFO 
HIGHWAY 
LOST 


The initial plan 
was to have 
Parallel Lines be 
online at all times, 
thereby allowing 
for a seamless 
experience when 
racing other Driver 
players. It would 
work something 
like this: after 
booting up the 
game, signing in 
online, and starting 
the campaign, you 
could theoretically 
drive up to, say, 
a circuit racing 
mini-game and 
race other players 
without ever 
having to exit out 
of your game. An 
innovative idea, 
for sure, though 
full of logistical 
problems. The idea, 
sadly, has since 

> been scrapped 

1 completely. 





Riding bikes is a much more user-friendly affair this time around. They're not nearly as twitchy, and 
running into a curb won't make you stop dead in your tracks. And wheelies, we all love wheelies. 


missions mashing the driving together with 
running and gunning. There are plenty more 
driving-oriented objectives (towing cars, for 
instance), but rather than go through them 
all here, it’s easier to just keep in mind one 
simple fact: if you can do it in a car, it's likely 
in the game. It's not GTA, and it isn't meant 
to be, so please, dispel that tired notion from 
your mind. 

About halfway through the game, the story 
deals a massive blow to everything you've 
just experienced and throws you in prison. 
After being released roughly 25 years later, you 
enter a world that is new and familiar all at 
once: New York City, 2006. 

The orange tinge of the past is replaced by 
a colder, almost surgical blue tone. The muscle 
cars of your childhood are replaced by luxury 
sedans and sleek sports cars. And the city, well, 
it's just as hustling and bustling as ever, only 










now instead of rocking to the irresistible tunes 
of Blondie, you can move your bod to the 
latest and greatest hip-hop tracks. And guns 
— they receive the proper evolution as well. 
One city, two time periods, all cars — it's 
a huge gamble, but if anyone knows what's 
riding on this game, it's developer Reflections 
Interactive. Fortunately, they've kept and 
improved the things that worked best in every 
Driver game, namely the steady handling and 
weight of the cars, and toned down and/or 
improved the areas that needed to be, such as 


The police actually 
ћаме а Мета! Сеаг- 
like cone of vision 
| that you can see іп 
your radar. If you 
have on-foot heat 
(as opposed to car 
heat) you can get 
in a car and hide. 


If you jack a cop car, your 
heat goes up fast, and the 
Al can get pretty damn 
aggressive. At least you 
can turn the siren on to 
clear the traffic a bit. 








The city is far more populated than it 
was in DRIVSR. There are a ton of cars, 
and even more pedestrians. The people, 
though, you can run over. 


the on-foot missions, AI, and overall shooting 
and mission mechanics. 

With promises that Parallel Lines will be the 
game that reinvents itself by, ironically, going 
back to its roots, Driver purists and skeptics 
alike have much to look forward to. And 
seeing as how the last game was little more 
than a showcase for undercooked ideas, there's 
nowhere to look but up. 

KAISER HWANG 





The right car for the job is not always the fastest. Bigger cars 
like this SUV may be slower, but they can take quite a beating. 


While not an exact reproduction 

of New York City, you will still see 
many of the great landmarks you’d 
expect. Recognize this bridge? 


















You can’t see it too 
much in this screen, 
but the modern 

NYC has a blue cast 
to everything — a 
direct contrast to the 
almost sepia tones of 
the ‘70s NYC. 


PARALLEL 
LINES: 
THE 
ALBUM 


One thing you 

can’t deny about 
Parallel Lines is that 

the soundtrack — 
particularly in the ‘70s 
era — is seriously 

boss. It’s nostalgic 

and modern all at 

once, though some 

of you strapping 

tikes may be a bit too 
young to recognize 
some of the earlier 
classics. Take a look 

at a sampling of the 
goods in Driver: PL. 
EXCLUSIVE SONGS 

• Public Enemy 

• Suicide 

* Yeah Yeah Yeahs 

* Paul Oakenfold 

* Grandmaster Flash 

• Mylo 

ADDITIONAL SONGS | = 
* David Bowie . 
* Blondie 

* Iggy Pop 

* The Roots 

* The Kaiser Chiefs 
* Secret Machines 
* Marvin Gaye 
Parliament 
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Gareth Edmondson: DRIV3R, whilst critically 
it was very mixed in its reception, it did have 
a very good technological foundation and 

a lot of unique and quality aspects to it. We 

of course accept we made a lot of mistakes 
with the game, but Driver: Parallel Lines is a 
different proposition. This isn't simply a Driver 
3.5 or Driver ‘fixed’. Every aspect of the game 
design, technology, and content has been 
overhauled in some way after a very extensive, 
in-depth review and analysis. Some aspects 
such as the mission system, AI, and character 
animation systems have been overhauled 
significantly, or completely rewritten, whereas 
some of the stronger aspects of the franchise 
such as physics and car handling have been 
upgraded, improved or optimized rather than 
completely rewritten. 


‘THIS ISN'T SIMPEYA DRIVER 3.5 or DRIVER 


Gareth Edmondson: It was a whole 
combination of things. Not enough time isn’t 
a very good excuse for us, as we were late 
with the game anyway, but certainly [being] 
too ambitious (and then having to cut a lot 
close to the end) was a significant factor. 
Changing our mind along the way about what 
we wanted to do was another big issue. Also, 
our lack of experience of character animation 
systems and interactions made that part of 
the game very difficult for us to develop. One 
thing I would change would be to remove the 
on-foot action completely — the driving and 
destruction aspect of DRIV3R was pretty good. 


Gareth Edmondson: Having driving as the 
emphasis was a very natural thing for us 

to do. It is, after all, called Driver. Vehicle 
dynamics and handling is also our strength as 
well. Even DRIV3R was designed to be heavily 
in favor of driving, but the difficulties in the 
character control and shooting sections made 
those sections take up more of the game than 
we anticipated. 


Gareth Edmondson: Driver was the first game 
to do this in 3D on the original PlayStation, 
and it's a key part of the gameplay for us 

to be able to have open city car chases. The 
'go where you want' aspect of open cities is 
crucial to car chases. If you were stuck on a 
track it wouldn't make for a very good chase. 
Also, with Driver: PL, we completely throw 
the open world to the player, so you use it 
not only for missions, but for driving games, 
vehicle selection and side missions as well. 
There is no front end selection menu — just 
the player in the city. 


Gareth Edmondson: It's a pretty unique 
feature, and whilst it would be cool for players 
to discover it themselves, the 2006 section 
does represent half of the game, so we felt it 
was important to get gamers hooked in early. 
We're not revealing the actual plot twist. 


FIXED. 


EVERY ASPECT or THE GAME DESIGN, TECHNOLOGY), 
ико CONTENT HAS BEEN GVERHAULED iN SOME wav.. 
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Gareth Edmondson: A few things — as a 
concept and franchise, the universe of movie- 
style car chases has a very strong identity. 
There is also something innately compelling 
about being chased. It’s a completely different 
game mechanic to that normally found in 
games. 


Gareth Edmondson: I think when people 
play Driver: PL it will be very obvious it’s not a 
GTA-style game. Early in the development of 
it, it was hard to convince people because you 
have less to show, but as the missions come 
together and the heavy focus on driving in 
the game becomes apparent, it has become 
easier. Living up to expectations is a difficult 
thing to do because expectations can be so 
wide and varied. You have to make a decision 
on what your game focus is about, stick to it 
and do a really good job. 


Gareth Edmondson: I think it was originally 
that GTA III poked fun at Tanner from 

Driver 2, so we had a pop back in DRIV3R. 
Interestingly Rockstar North and Reflections 
are around 100 miles apart and whilst I 

don’t actually know the guys at Rockstar, we 
of course have the utmost respect for them 
and the GTA games — they are fantastic | 
achievements as games. 


ean 


GTA; STYLE GAME 7 


Gareth Edmondson: Yes. If you have a 
heavily modified performance ‘70s car, it will 
perform better than a standard sedan off the 
street in 2006, so if you have invested time 
in upgrading vehicles in the ‘70s, you can 
get the benefit of them in 2006. It wont take 
players long to want to modify the cars of 
2006 though, as you can really start to get 
some really high performance machines to 
play with. The idea is that a heavily modified 
‘70s car will at least allow the player to earn 
enough money to start work on the ‘06 cars. 


Gareth Edmondson: We have absolutely 
loads of things we still want to do with 
driving games. There is a reason that the 
driving genre is one of the most popular in 
videogames — driving cars is fun! ‘Driving 
Action’ is where we like to think Driver titles 
are, and there is plenty of opportunity and 
scope for new and interesting ideas. 


Gareth Edmondson: Every title that you 
make is a learning experience. DRIV3R was 
a massive project and undertaking for us, so 
we have learned a lot about every aspect of 
our craft; specific technologies, narrative in 
games, mission design, production methods 
— everything. The impact on Driver: PL is 
that it’s a much better game. 


Gareth Edmondson: I couldn’t possibly 
comment on what we are doing next. 








RIVALS AT BIRTH 


Driver and GTA have never been 
friends. In GTA III, there was a mission 
called "Two Faced Tanner" where 

you set out to kill an undercover cop 
who was "useless out of his car" — 
direct reference to Tanner, the lead 
character of the Driver games. As 
payback, DRIV3R had hidden “Timmy 
Vermicellis” placed around the city, 

a play on Tommy Vercetti, GTA: Vice 
City’s protagonist. He even wore 
floaties on his arms, poking fun of the 
fact that you could not swim in the 
game. Of course, Rockstar responded 
back, and placed a scene in San 
Andreas where someone is playing 

a videogame that is ridiculed for its 
walking animations and overall quality. 
Not surprisingly, Activision’s True 
Crime series also plays a part in this 
ongoing feud. In Streets of L.A., there 
were billboards with a Rockstar-like 
logo on them advertising jockstraps; 
later, in GTA: San Andreas, signs with 
"True Grime: Street Cleaners" could 
be seen. Oddly enough, Michael 
Madsen (Kill Bill, Reservoir Dogs) 
voices a character in all three of the 
games (Michelle Rodriguez also voices © 
a character in both True Crime and 
DRIV3R). Now how funny is that? 
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MAKE WAY FOR THE BAD GUY 






Tony's not looking too bad for a dead 
guy. Не'5 still a snappy dresser! 


Scarface: The World is Yours 


ommy Vercetti, the original badass is back in town 


PUBLISHED BY 
VU Games 
MADE BY 
Radical Ent. 
WHAT IS THIS? 
The closest thing 


to a Tony Montana 
simulator. 


RELEASE 
Fall 


ESRB 
Pending 


ONLINE 
No 


MULTIPLAYER 
Don't know 
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t's been awhile since we've 
revisited our good friend, Tony 
Montana, and there have been 
quite-a-few changes since we've 
seen him last. Oh; we know the 
reports of his demise in the original 
movie were greatly exaggerated; he's 
very much alive, and thirsty for revenge 
on Sosa, the man who orchestrated 
the hit, and anyone else involved in 
the attempted assassination and the 
resulting destruction of his criminal 
empire. But, well, Tony wasn't looking 
so good last time, even for a dead 
man. He looked rough. Unpolished. 
Unimpressive. He was a shadow of his 
former glory, letting usurping wannabes 
like that Tommy Vercetti fella keep the 
top spot. 
But Tony's gotten some work done 
— a facelift, some reconstruction 
— and it's all been for the better, even 
if we did have to wait a long while for 
his re-debut. Tony Montana's back, 
mang, and he's more than ready to 
bury some cock-a-roaches. 


Scarface: The World Is Yours plants 


Tony right back into the thick of 
things. He's lost everything, and he's 
got to get it back. It's like the best 
parts of the movie, without the whole 
Tony going crazy and getting shot 


p 


stuff. This is Tony at his best: his 
meteoric rise to the top of the 
criminal food chain. 

When it all begins, Tony starts 
out with nothing, not even his 
luxurious mansion. The cops 


You've got to find out who's still loyal to you, but you can't trust 
anyone for a bit. Only trust yourself... and this guy. 









When уоште the bad guy, everybody’s out to get you, by land, sea, and air. 


have impounded his home, 
but they might be willing 
to give it back... fora 
price. The game's first 
mission revolves around 
getting enough green to 
pay off the cops. It would 
be rather unbecoming 
for Tony to be homeless, 
wouldn’t it? After Tony 
sets up shop, he tries 
to plug back into the 
criminal network, 
contacting any dealers 
still loyal to the bad 
guy. Tony needs 
money before he can 
take Sosa down, and 
as the film has taught 
us, the quickest way 
to make money in 
the world of Scarface 
is to deal cocaine (But 
not in real life, kids. 
| Drugs destroy lives. 
Remember that.). 
Tony will have 
to set up drug dens 
all over Miami 
if he wants cash 
fast, which means 
there’s a lot of land 
to explore. There 
are four main areas 
— Tony’s mansion, 
Little Havana, South 
beach, and downtown 
Ё — and while they aren't 
entirely accurately 
modeled, they are filled 
with enough recognizable landmarks that 
it feels believable enough. What's truly 
impressive, though, is that the game 
looks far better than last time we saw it, 
all without any loading as Tony traverses 
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across Miami. He's not just traveling by car 
or on foot, either. Tony could take a boat, or 
even take a dip in the ocean if he wanted. 

So what's the point of having all this 
money? You can buy whatever the hell 
you want! The world is yours — or it will 
be, anyway — so you might as well enjoy 
it. Tony can use his excess cash to buy 
all manners of unnecessary, garish stuff 
just because he can. Really, who needs to 
drive around in a gold-plated limo? Tony 
Montana, that's who. Tony can buy more 
practical items as well, like an ammo factory 
to get free ammo, or pay off cops when he 
gets in trouble. Tony can always try to sweet- 
talk the cops into letting him go, though, 
via a mini-game: in a conversation, you 
hold down a button, then try to release it; 
where it stops will determine whether Tony's 
successfully evaded trouble, or whether Tony 
flies off the handle, as he's so prone to do. 

With enough money, Tony can also hire 
drivers to bring him vehicles wherever he 
may be. There's no need to look for a car to 
jack when he can simply make a call on his 
satellite phone and get one of his drivers to 
bring a car to him. The phone is also handy 
when Tony needs ammo or lackeys to help 
him out, though ordering pizzas may be 
saved for the sequel. 

There's actually more to being a powerful 
drug kingpin than just how much money 
you have (we guess). You need a solid 
reputation, too, so any would-be opposition 
knows not to mess with you. A strong 
reputation also gives you access to things 
that would otherwise be unavailable to you. 
Obviously, we all know Tony's a badass, but 
he has to prove it again to everyone else, 
which means showing that he's got real 
big cajones. 

Nothing shows-you ain't the guy to 
mess with like wielding a chainsaw. Simply 
use the right analog stick to start slicing, 
and your enemies are in for a world 
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of dismemberment — literally, as the 
developers have put some extra attention 
on making the chainsaw as cool and as 
deadly as possible. Really, though, that's 
more grotesque than ballsy. So just what is 
ballsy? The game has an actual "balls meter" 
that registers just how ballsy you are — i.e., 
measuring how stylishly you dispatch your 
foes. Think Devil May Cry, where style is 
everything. Tony actually gets an edge on 
Dante since he has a F--- You button. Really. 
Instead of just taunting, Tony actually 
intimidates: at the press of the FU button, 
Tony springs forth his signature expletive- 
laden insults. Yeah, he's got balls (there's that 
word again...). 

As fun as this is, there is anJactual 
purpose to the balls meter; once filled, Tony 
can go into a blind rage, where the game 
suddenly goes into first-person and time 
slows down, making it easier to take down 
enemies. Realistic? No, but, c'mon, that's 
pretty damn funny. 

Scarface is still a "normal" game at 
heart, though, and some creative liberties 
have been taken to make for the most 
fun gaming experience possible while still 
retaining cinematic qualities. Screenwriter 
David McKenna, whose resume includes 
such films as American History X and Blow, 
actually wrote the script for Scarface: The 
World Is Yours just like a movie script, as if 
the game were indeed a cinematic sequel to 
the original Scarface and not a videogame. 
This really shows through in the dialogue, 
which is both clever and quotable, just like 
the movie. 








Look out behind you, Tony! That dude 
supposedly killed you the first time around! 





It may not be a brick-by-brick recreation of Miami, 
but it definitely feels like Miami nonetheless. 


4 





| Running around with а gun ош in the 
open like that is a surefire way to draw 
the cops’ attention. 





To add even more authenticity, the 
original Tony Montana himself, Al Pacino, 
had a hand in the dialogue, to keep it 
as close to the original film as possible. 
You'll notice Pacino’s likeness was used for 
the Tony character model; unfortunately, 
Pacino’s voice doesn’t sound quite like it did 
back when the original Scarface debuted, 
so open casting calls were necessary to find 
an appropriate sound-alike. Pacino had the 
final say as to who got the job, but no one’s 
naming names as to who the voice actor is. 
It ultimately doesn’t matter, because as long 
as it looks like Tony Montana and sounds 
like Tony Montana, it is Tony Montana, for 
all intents and purposes. 

Or rather,-you are Tony Montana, as 
this game feels on track to-deliver the Tony 
Montana experience. Will it topple GFA? 
That remains to be seen, but regardless if it 
does or not, there are few licensed games 
that have this much attention to detail 
lavished on it. With a release in the fall, 
there’s still plenty of time to do the fine- 
tuning, tweaking, and polishing every game 
can benefit from. Give us the world, Tony, 
and your little friend will become our best. 
JUSTIN CHENG / PAUL CURTHOYS 


Tony doesn’t have time to deal with traffic 
accidents. He'd rather strut anyway. 


Say hello to my little friend! 


t almost feels guaranteed these days that where there’s a PS2 дате, there’s a PSP 
version right behind it — and the PSP version is almost always an inferior port, never 
living up to the standards set by its big brother. 

We're not going to say that the PSP version of Scarface is going to change this trend by 
any means, but it does do something that the others don’t: be a completely different game. 
No, this is not a port of Scarface: The World Is Yours. Besides the fact that they're both 
based on the Scarface license, they’re very different games. 

Scarface on PSP takes place during the classic movie, not its sequel story. The game 
goes off in a completely different direction, trading open worlds and nonlinear gameplay 
for... Risk. That's right — it's a turn-based, tactical game, where you scroll through menus 
and strategically place drug dealers, build drug labs, and deploy your soldiers until you 
eventually control all of the 18 turfs of Miami. As an added bonus, the game supports 4- 
player wi-fi play, so you and three friends can determine who's the real Tony Montana. 
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RAGE | 
SCATTER ВОМ 


Instead of being a port of the PS2 game, You'll have a lot of competition in your attempt 
Scarface on PSP takes a more deliberate, to rule all of Miami, so be careful. 
tactical approach. 
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| THE GODFATHER 
PUBLISHED BY 
EA 





MADE BY 
EA Redwood 
Shores 


WHAT IS THIS? 






7 of violence, and 
| The Mob. 


RELEASE 
March 


ESRB 
Pending 


ONLINE 
Мо 






MULTIPLAYER 
No 
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Open worlds, lots 


The Godfather 


EA attempts to give a classic film the interactive eat 


n recent years, EA has been no 
stranger to movie adaptations. 
Many of the publisher’s biggest 
hits — from James Bond to The 
Lord of the Rings to Harry Potter 
— have turned pre-existing movie fran- 
chises into big-budget, platinum-selling 
videogames. It's been a successful for- 
mula, certainly, for the most part result- 
ing in cinematic, high-adrenaline (if 
somewhat predictable) rides. (We'll try 
not to use this opportunity to pick on 
Catwoman — oh wait, we just did). 


Bet on Brando 

While it may lack the current cultural 
cache of such aforementioned mega- 
hits, The Godfather is EA's biggest 
Hollywood undertaking yet. Rumored 
to be the most expensive videogame 
ever made, it's an attempt to capture 
the hearts and minds of one of the 
film world's most fervent fan bases. 
The Godfather is arguably the most 
popular film in the history of cinema 
(it ranks #1 on imdb.com's Top 250 
Movies list, as voted by readers — Part 
II comes in at #3, while the third film 
is nowhere to be found), and it's gen- 
erally regarded as one of the holiest 


of holies by cinemaphiles around the 


world. first game in what is sure 


to be a multi-game franchise is based 
exclusively on the first film, and the 
book from which it was adapted. 
Compared to past efforts, this is 
quite a different beast. Unlike EA's 
other film adaptations, The Godfather is 
not an action film. In fact, there's very 
little action in the movies whatsoever 
















— mere minutes out of the first film's 
three-hour running time are dedicated 
to shooting, punching, running, or 
anything that would generally be con- 
sidered Dual Shock-friendly. So rather 
than taking a straight-ahead approach, 
EA is putting you in the shoes of 
someone not in the film — a char- 


Was there this 
much violence in 
the original film? 
Probably not, but, 
well, is is а дате. 





The Roost 


Floor; 


acter you create at the beginning of 
the] game, using an Italian-American 
modified version of EA’s GameFace 
character-building technology. Rather 
than playing through the events of 
the| movie in a linear fashion, your 
storyline bobs and weaves through 
the main story arc, intercepting it 
at key points, but also straying from 
it for long stretches as well. You’re 
working for the mob, finishing jobs, 
doing hits, and making plenty of 
enemies along the way. 


All of this takes place in an open- 
ended world, decidedly reminiscent 
of the approach Rockstar has been 
taking with Grand Theft Auto Ш and 
its ilk. It’s a go-anywhere, kill-anyone 
reproduction of New York City circa 
1945 — and while it’s certainly not 
an exact, street-for-street replica, the 
game already manages to capture the 
look and feel of the era in its as-yet 
unfinished stage. Imposing buildings, 
mom-and-pop storefronts, and old 
man hats abound, and seeing some of 
the film’s familiar faces (see sidebar, 
page 48) only drives the point home. 





















Your mission is clear: to gain 
respect, protect the Corleones and, 
ultimately, become the head of your 
own crime family. Essentially, the con- 
cept is that you can’t be too violent in 
The Godfather if you really want to suc- 
ceed; excessive violence against pedes- 
trians is, after all, bad for business. In 
other words, shooting shopkeepers in 
the face and running over old ladies 
has its consequences. In another trick 
out of the GTA book of thuggery, these 
actions raise a character’s crime-watch 
level, meaning the cops are more inter- 
ested in your misdoings and, by exten- 
sion, more likely to put an end to your 
crime spree. 

This puts you in a constant struggle 
— do you identify with intimidators 
like Sonny Corleone? Or perhaps 
you're more of a negotiator, a la con- 
sigliere Tom Hagen? EA's betting that 
you'll find a balance. The idea is that 
the player will constantly be making 
choices that affect the course of the 
game. A butcher owes you money, 
but a cop is standing right outside the 
store — what do you do? Pay off the 
cop and he'll probably look the other 
way; beat the butcher within inches of 
his life, and he'll probably pay up. As 
one would imagine from the life of a 
Mafioso, it's a constant push for power 
and respect. 


No matter how much of a softie you 
are, however, there will be plenty of 
action along the way. The game makes 
use of a dual analog stick system for its 
hand-to-hand combat, much of which 
has you throwing enemies into vari- 
ous objects (including, uh, the ground 
and the wall), and beating them into 
giving you the information you need. 













Nearly hitting a mobster with your car is a good way to get 
killed. Next time, you better watch where you're dri 
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While the combat feels a bit rough 
around the edges at this point, fail- 
ing to provide the responsiveness it 
requires, the impressive quality and 
variety of animations help punctuate 
these moments, making them feel suf- 
ficiently visceral. 

Many of the game's coolest 
moments come when it tracks back to 
familiar territory. The infamous "sleep 
with the ponies" scene, for example, 
has the player sneaking onto the estate 
of millionaire Jack Woltz after Tom 


A has gone to great lengths 

to get the original actors 
from the film to lend their 
voices and likenesses to the 
game. James Caan and Robert 
Duvall will once again play 
hot-tempered Sonny Corleone 
and cool-headed consigliere 
Tom Hagen, respectively. 
Sadly, Marlon Brando will not 
be appearing. Even though he 


recorded his voice-over as Don 
Vito Corleone, it was deemed 
unusable by EA at a later time. 


Hagen's failed negotiations. Your job is 
to sneak around the stable, acquire the 
prize-winning horse's head, and then 
to slip into Woltz's heavily-guarded 
home in order to deliver it underneath 
Woltz' sheets. ІР5 moments like this, 
where we experience events that were 
never shown in the film, that really 
give the game its dramatic weight. 

Of course, EA's attempt to create a 
“living, breathing, Godfather world" 
has its risks as well — namely, when 
the world fails to feel like it's living 
and/or breathing. While shooting 
dozens of innocent pedestrians or run- 
ning over little old ladies on the street 
has its legal consequences, the simple 
fact that you can do it provides a fair 
amount of room for ridiculousness. 
There were several moments where 
we simply took whatever liberties we 
chose, killing and maiming at will, 
running over fruit stands, and gener- 
ally causing havoc in front of cops, 
and the consequences just didn't feel 
all that intimidating. 

Can EA turn one of the world's 
most highly-regarded film's into one 
of the world's most highly-regarded 
videogames? Judgment day comes this 
March. MICHAEL LEWIS 





The graphics, especially the faces, are pretty 
impressive for a PS2 game. 






There are a lot of customization options for your created г 
p У Now those are really beautiful flowers you've got for sale. 


character — as long as you like being Italian. 
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It's like free cap day | 
without having to go to the stadium. 
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An indie developer 
sets out to create a 
next-gen world Tolkien 
would be proud of. 








Yes, this a real 
screen, and yes, it 
looks amazin: 





PROJECT OFFSET 


PUBLISHED BY 
TBA 


“MADEBY 
Project Offset 


^ WHAT IS THIS? 


A fantasy FPS 
with the scope of 
Battlefield 1942. 


"RELEASE 
TBA 
ESRB 
Pending 


-ONLINE 
Yes 


^ MULTIPLAYER - 
Yes 


The camera is pulled 
out here, giving you a 
sense of how big this 
guy really is. 


here are a lot of things you can 

do with three people; form a 

band, play some poker, even play 

a half-assed game of Goldeneye on 

the N64. What most trios don't 
strive for is to make a next-gen videogame 
that's equal parts The Lord of the Rings and 
Battlefield 1942. 


Actual game details have been slow to 
rise, though a more complete picture of their 
vision now exists. Several character classes 
typical of the fantasy genre are available, 
from dwarves to healers, wizards to elves. 
Likewise, their modes of transportation run 
the gamut, from horses to giant trolls, flying 
dragons to battleships, all with their respec- 
tive stats, abilities, and passenger limits. Put 
in the context of sprawling open landscapes 
mixed with tight corridors, you can only 
imagine the trouble to be made. 

This ambitious goal of sheer scope bleeds 
into every aspect of the game, particularly 
in the number of ways you can play the 
game; the campaign will be playable both 


alone and with a friend(s), and the same can 
be said for the multiplayer, with both team- 
based objectives and simple deathmatch. 

A sample multiplayer objective is a 
castle siege. Two teams, good and evil, will 
have both multiple primary and secondary 
objectives. The evil team will have to break 
through the castle's defenses, bust through 
the gates, and kill all of the innocents, with 
an optional objective being to, say, capture 
the guards. The opposing team will have to 
light beacons for reinforcements and defend 
the innocents for a set time, all the while 
constructing a barricade for the castle gate 
and defending the towers that are about to 
be seized. If you play through this type of 


he three guys behind Offset Software are no 

strangers to receiving attention. The last game 
worked on by the three, Savage: The Battle for 
Newerth, won the grand prize at the Independent 
Games Festival in 2004, and also received numer- 
ous awards from a slew of publications. The 
team's two new members (that makes five, folks, 
five), Rod Green and Sharif Elcott, also have their 
share of industry experience, completing work at 
BioWare and NVIDIA, respectively. 


Project Offset is the brainchild of Sam. 
McGrath, Travis Stringer, and Trevor Stringer, 
three talented fellows calling themselves 
Offset Software. The game is described as 
an “FPS set in an epic fantasy world,” and 
the original game demo that they created 
— using their own next-gen graphics engine 
no less — delivered a blow of shock and awe 
to all those that witnessed it (yes, it really is 
that impressive to see). 


15 iol 


Savage, the game that started it all. 
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scenario in your head, all the while consid- 
ering the number of classes, vehicles, and 
weapons at your disposal, it's pretty easy to 
picture the epic possibilities. 


the idea that next-gen independent develop- 


ment is hopeless and futile. Of course, actu- 
ally completing and churning out a finished 
title will require the resources of many oth- 


ers, but already the rules are being broken 
before they're even set in stone. 


KAISER HWANG 


Bringing all of this to life is the Offset 
Engine, custom technology created by the 
team itself that is deliberately designed 
to cut down development time and costs. 
Artists are even able to implement effects 
themselves directly into the game, sans a 
programmer. Additionally, all of the next-gen 
staples are relevant here, from motion blur- 
ring to normal mapping to depth of field. 
The early demos shown are hard evidence 
that the engine is in fact capable of produc- 
ing the level of quality we all expect from 
a next-gen title. When you consider that 
only three people made said demos, it's hard 
not to believe that their technology can do 
everything they say it can. 

With the cost of games already | 1 

hurdling into the tens of millions of dollars, | И" n | \ 
it's genuinely surprising that such a small 2 ут, ем y у 


team of people have accomplished as much TE mum m m ion Бана effct that! lied th 
as they have. It almost completely negates езе screens only look fuzzy because of the motion blurring effect that's applied to everything. 











On the set with Offset 


ted with Sam McGrath, Offset Software’s Founder/ 


hen less than a handful of people (literally) 

can make a demo as impressive at Project 

Offset's, it's pretty obvious that they at least 
have some handle on what they're doing. We chat- 


PSM: We have to ask, how did 
just three of you create such an 
impressive demo? The sounds, 
art, and overall technology feel 
and look first-rate. 

Sam McGrath: Thanks! We’re 
really happy that so many people 
have been so impressed with 
our demos, and more impor- 
tantly excited about the game. | 
think the trick is knowing what 
to focus on. We had some very 
specific goals in mind for the 
kind of quality we wanted to 
achieve, the ‘feel’ we wanted to 
evoke with our world, and the 
kind of gameplay we wanted to 
demonstrate. We also worked 
really, really hard to achieve 
those things. | had been work- 
ing on the engine technology for 
about a year and a half before 
we released the demos, with 
about six months of R&D with 
Travis and Trevor to develop an 
art pipeline for the engine, so the 
end result represents the culmi- 
nation of a lot of work. 


PSM: How many people are part 
of the team now? What аге 

your qualifications? 

SM: We have two new full-time 
members, Rod Green and Sharif 
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Elcott, with about fifteen guys 
ready to hop оп board as soon 
as we have the funding. Most 

of these guys are professionals 
in the industry, having worked 
for some of the top develop- 

ers. One of the great aspects to 
releasing our demo videos is that 
they kind of served as recruiting 
tools for our company. A great 
deal of interest was generated 
from some really talented artists, 
designers, and programmers 
who were excited to work on this 
project. 

As far as the original three of 
us до, we all worked together on 
a game called Savage for the 
PC, released back in 2003. 
Savage was a great learning 
experience for all of us, because 
the team was extremely small, 
and we had our hand in just 
about every aspect of the game’s 
development. 


PSM: Has the project been 
completely self-funded at this 
point? Do you all go to work at 
Starbucks in the day and come 
home and transform into game 
developer virtuosos? 

SM: The project has been funded 
mostly out of my own pocket, 


Technical Director, to talk about how they created it, 
their thoughts on next-gen development, and why inde- 
pendent development is far from dead. 


This is a (Somewhat) low-poly 
model with normal maps. 





from money | saved up from my 
last job. This has been a full-time 
thing for us, and then some, and 
we've managed to get by on an 
extremely small budget. We're 
now talking with publishers to 
find a way to get the project 
properly funded so that we can 
complete the game. 


PSM: Why isn’t Project Offset 
simply The Lord of the Rings 
meets Halo? 

SM: On a basic level we thought 
that an FPS in a beautiful fantasy 
world would be a really fun game 
to play. But putting it in the fan- 


tasy setting isn’t the only thing 
that makes it unique. We will 
have a heavy emphasis on melee 
combat, five different classes 
you can play (wizard, warrior, 
builder, stealth, and healer), as 
well as various RPG elements 
like weapons with magical abili- 
ties, an experience system, etc. 
Players will also be able to man 
huge siege weapons and ride 
various creatures like dragons 
and giant trolls. 


PSM: Have any publishers been 
in contact with you? Any dream 
publishers you're interested in? 
SM: We've been in contact with 
several publishers, and have 
had to lug my unwieldy desk- 
top around with us to various 
meetings to give tech demos. 
(Hey, І can’t afford a laptop right 
now!) We've been making really 
good progress with a couple of 
publishers in particular. When 
the time is right we'll make an 
announcement. 


PSM: What kind of PC specs are 
you developing on right now, 
and how do they compare with 
what you know about the PS3 
hardware? 








SM: My current development 
machine is an AMD FX-55 with а 
Geforce7 GT. That’s a fairly high 
end PC (though not top of the 
line). From what | know about 
the PS3, the performance of its 
graphics chip should be a little 
better than my PC. A huge differ- 
ence of course is the architecture 
of the CPU, so hopefully we can 
get our hands on a PS3 dev kit 
soon and start figuring out how 
to work with that architecture. 


PSM: Is the graphics engine 
written to take advantage 

of multi-core CPUs? Do you 
expect some heavy rewriting of 
code later on? 

SM: Some parts of the engine 
do take advantage of multi-core 
CPUs, and we plan on exploit- 
ing it to its full potential before 
development is complete. 


PSM: Do you have any plans to 
license your graphics engine 
technology? From what we've 
seen, it looks essentially as 
good as the other top-tier 
engines like Unreal and Doom. 
SM: Yes, we would like to license 
the technology in the future. We 
will explore that option when the 
time is right. 


PSM: The gameplay sounds 
quite ambitious, especially in 
multiplayer. How confident are 
you about achieving all of 
your goals? 

SM: The last project the three 
of us worked on, a multiplayer 
game called Savage for the PC, 
was quite ambitious in its own 
respect. We (I think pretty suc- 
cessfully) combined RTS and 
FPS into a single experience, 


with up to 64 players ina 
single game. The multiplayer 
design for Project Offset is 

in some respects actually 
simpler than Savage was! 

So we’re quite confident 

that we'll be able to achieve 
everything we've planned for. 





PSM: What feat 
PS3 are you most excited to 
exploit with Project Offset? 
SM: The huge amount of 
floating point processing 
power should бе a great 
thing for physics and render- 
ing. I’m sure NVIDIA will do 
a great job with the graph- 
ics chip, too. Unfortunately 
we don’t have a dev kit yet, 
though! Hey, can you bug 
Sony for us? 


PSM: From what you know 
of the Xbox 360 and PS3, 
you thi ’s fair to 
consol 
your impression of both? 
SM: The architecture of the PS3 
is considerably more complex 
than the Xbox360, but potentially 
there is also more power there. 
Developing Тог both consoles will 
be two pretty different experi- 
ences, but we're going to make 
sure the engine will work on as 
many platforms as possible. 










PSM: Do you think Blu-Ray will 
have any significant and rel- 
evant advantages over the stan- 
dard DVD format that will be 
actually noticeable in games? 
SM: The only real advantage 

to Blu-Ray for games is the 
increased storage capacity. If 
your game won't fit on a single 
DVD then that's definitely an 








advantage, though most games 
in the foreseeable future should 
still be able to fit on a DVD. 
Nevertheless, extra storage 
capacity is always good, апа уои 
never know when it might come 
in handy. I'm not particularly 
happy with all the DRM nonsense 
surrounding Blu-Ray, but that 
doesn’t really affect games. 


PSM: The general consensus 
is that independent game 
development, particularly con- 
cerning next-gen games, is 
next to impossible considering 
the monetary and manpower 
resources needed. How have 
you sidestepped that belief? 
SM: Games are undoubtedly 
much more complicated to cre- 
ate now than they were ten years 
ago, but next-gen development 


The latest demo of the game has literally hundreds of enemies on the screen at once. 





really doesn't have to 
be significantly more 
costly than current gen. 
Yes, the content is more 
complex, but at the same 
time the tools required 
for making the content — : 
are getting better and i 
better. We're focusing a 1 
great deal on the tools - ' 
pipeline for the Offset 8 
Engine, making sure the 
artists and designers have. 
everything they need at ? 
their fingertips, and aren’t 
bottlenecked by program- 
mers, the need to edit 
obscure text files, or dif- 
ficult interfaces. There are 
also some great external 
tools out there for content 
creation, like Zbrush, that 
have really revolutionized 
workflow. 

We still need a fairly 
large team to complete this 
game however, especially with 
all the scripted single-player 
scenarios we're planning. The 
costs involved here are going to 
be about the same as a current- 
gen game on the same scale, but 
I think independent developers 
should be encouraged that with 
the right tools and know-how, 
you can create some really high 
quality stuff with a small budget. 
Our tech demos after all were 
created with close to zero bud- 
get. Admittedly, a tech demo isn’t 
the same as a complete game, 
but I think there is a sense that 
independent developers have 
been completely shut out from 
next-gen development, and | 
don't believe that's true. 


PSM: In closing, why should 

we care about this game con- 
sidering the horde of other FPS 
games inevitably coming out on 
every platform? 

SM: I know that as gamers we've 
all been yearning for this kind of 
game for a long time, and have 
been surprised.that no one has 
attempted anything quite like it. 


We've got intense melee combat, . 


riding creatures, combat with 
crossbows, bow and arrows and 
magic spells, and you have to 
primarily use your reflexes and 
your aiming skill to be success- 
ful, rather than-the stats-based 
fighting you traditionally see in 
games set in fantasy worlds. It's 
going to be really fun! 

KAISER HWANG 
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Here's an example 
of the old camera 
view versus the new 
camera view. It’s 
best to use both as 
you're playing. 
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Metal Gear Solid 3: Subsistence 





| 
2 





Some new additions, because you demanded it! 


METAL GEAR SOLID 
3: SUBSISTENCE 
PUBLISHED BY 
Konami 

MADE BY 

Kojima Productions 


WHAT IS THIS? 
The director's cut 
version of MGS3. 


RELEASE 
March 

ESRB 

Pending 
ONLINE 

Yes 
MULTIPLAYER 


8-player team and 
versus modes 





They're not all 
entirely practical, 


Paints to wear. 
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but there are some 
new camo and face 


t really seems like the PS2’s in 
its last days, doesn’t it? The 
PS3’s coming out later this year, 
and there just doesn’t seem to 
be that many PS2 games worth 
getting worked up about. The focus is 
clearly on the future, on what the next 
generation has in store for us, leaving 
the PS2 by the wayside. Don’t pack up 
your PS2s just yet, however. There’s still 
a lot of time before the PS3’s arrival to 
cram in some great gaming experiences, 
and Metal Gear Solid 3: Subsistence 
certainly fits the bill. 
Obviously, the 
hardcore Metal С 
fanatics will pick 
this set up, sight 
unseen, 
simply 


because it’s more Metal Gear; but what 
if you’re not hardcore enough to re- 
purchase a game that you've already 
played and beaten? Well, know that 
Subsistence has so much more to it 
than a few random special features. If 
anything, think of it as the definitive, 
director’s cut edition of MGS3, packed 
with enough godly extras that paying 
for the double dip should be the least 
of your concerns. 

The most notable addition is the 
slick online play. In it are five different 
mission types supporting up to eight 
players. Aside from multiplayer 
standards like deathmatch, team 

deathmatch and capture the flag 

— or, as its referred to in the 
game, Capture Mission — there 
are two other mission types 
that warrant some 





ү 






explanation. The first is the Rescue 
Mission, in which players are separated le 
into two teams, with one team's е 
objective to protect and deliver an 

object to a certain location, while the | 
other team tries to destroy it. The twist P9 
is that once players are killed, they 

can't respawn. Instead, they'll haunt 

the map as ghosts. 

The final online mode is more 
along the lines of what Metal Gear 
has always been about: stealth. In 
Sneaking Mode, one player assumes 
the role of Snake and tries to nab an 
object defended by a team of all the 
other players. It's a great idea, and 
sounds true to the spirit of all that is 
Metal Gear. 

The main campaign itself remains 
pretty similar to the original, save one 
major difference, the camera. There 
were many complaints about the 5 
original game's camera, and rightfully == 
so. It made it very difficult to see 
everything around you since it was 
more or less locked in place, meaning 
you could easily be spotted, even if NEUEM 
you took your time and scoped out the 
situation beforehand in first person. 

This problem is rectified with the new 
camera system, which is ironically 
similar to Splinter Cell’s free-roamir 
third-person view. 





Ж uc. 










Yeah, Snake isn't really Бет 
, 9 very stealth: 
here, but at least he looks like a badass. d 





Hardercore Gamers? 


The camera actually helps make can see what Snake was doing before nother of Subsistence's new features is the 
the game feel fresh, since it is far he became the ladies man that he European Extreme difficulty, which causes the game 
better at immersing the player than is today. to end once you've been spotted. This, combined with 
the old top-down view. It also makes MGS3: Subsistence is just jam- the more difficult European version of Pursuit Force, 
it harder to get your bearings, since packed with loads of great extras, seems to indicate that European gamers are more 
you don't know really know north all built upon the foundation of hardcore than American ones. We'd better step it up! 
from south, but that further lends one of the PS2's greatest crowning 
the game some level of realism. Still, achievements. The only cloudy area is D AEN ONE CRURA xd 
you can easily swap between the new е online play which we'll be giving Lid ei 
and old camera views at the press of a thorough testing over the next few 2a еу 
the right analog stick. We've found weeks, so check back next issue for a 
that the best way to play the game full review. JUSTIN CHENG 
is to regularly swap between the two 
depending on the given situation. 
As mentioned, Subsistence has more 
to offer than just a camera swap. One 
thing we longed for іп MGS3 was а 
Demo Theater, so we could re-watch 
ш the fantastic cinemas whenever we 
wanted. Did we get it? Hell yes we = 
did, along with something called a 
Peep Mode. The only thing we know Um, let's just say that there are some neat 
about it, though, is that some of the surprises waiting for you in this дате. 
Eva scenes have been altered a bit. To 
what extent, we simply don’t know, 
but knowing Kojima’s penchant for 
wacky surprises, we don’t think we 
could even make a good educated 
guess at it. 
Working our way down the line, 
there’s also be a Duel Mode included, 
so you can re-fight the game’s many 
bosses at will, and more Snake vs. 
Ape missions. Lastly, for the Metal 
Gear completists out there, the MSX : 
2 versions of the original Metal Gear bo + I _ 
| and its sequel, Metal Gear 2: Solid Some of the online stages are taken straight 
Snake, have been ported over and from the single-player game, but some, like 
thrown into the prize bag. Now you ШБК 




























Are we really more weak sauce than the Europeans? 












character if you want, but why not be 


Sure, you could choose a Metal Gear [л 
a Rumble Roses girl instead? 
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The environments and the characters look a lot 


brighter overall, but Snake still prefers dark tones. 





Metal Gear AC!D 2 


Hands-on with Snake and his 3D glasses 


f all the upcoming PSP games this 


year, one of the most exciting ones 


is Metal Gear ACID 2. It isn't an 


entirely new game, given that it's a 
sequel and all, but its radical new makeover 


and truly unique features place it high on 
the list of titles to watch for. 

The game's new graphical style is much 
more comic book-ish, with brighter colors 
and cel-shading, but it's still recognizably 


Metal Gear. This fact alone isn't anything to 


write home about. What is, though, is fact 
that ACID 2 actually does something that 


no other game on the PSP is doing: real 3D. 


Fun with photos 


hile fiddling around in the main menu, we noticed an option 


Simply slap on the Solid Eye viewer — two 
pieces of cardboard that ship with the game 
and turn into makeshift 3D glasses — and 
switch on the Solid Eye Mode in the option 
menu to experience true depth in the 
game's levels. You gotta see it to believe it. 
Our only complaint with this is that you 
have to have your face right up against the 
viewer, so playing long sessions like this isn't 
exactly the most comfortable thing to do. 
The reward of witnessing the awesome effect 
makes it much more bearable, especially 
when viewing the random movies not 
associated with the game itself, like the intro 





to connect AC!D 2 and Subsistence. Evidently, you can 
transfer over the photos you've taken in Subsistence and view 


them in AC/D 2 — in 3D, no less, thanks to the Solid Eye viewer. 





Look at this 
screen, then 
imagine what it 
would look like 
in 3D. Cool, huh? 






















METAL GEAR AC!D 2 


PUBLISHED BY 
Konami 

MADE BY 

Kojima Productions 

| WHAT IS THIS? | 

A truly 3D card battle 
starring Snake. 
RELEASE 

March 

ESRB 

Pending 

ONLINE 

No 


MULTIPLAYER 
2-player versus 





a 


There’s a new Arena 
mode, where you 
can fight against 
some familiar faces. 


to MGS3 or the videos of the, um, girls. 

As far as actually playing the game goes, 
it’s definitely a sequel (you can actually 
transfer over one card and 1/100 of your PTS 
from your original MGA save), as it retains 
the core system as the first game. 

At the end of the day, AC/D 2 appears 
to be a prettier, more streamlined version 
of the last game — a traditional, but always 
welcomed approach to sequels. With it's 
trippy new aesthetic and even trippier 3D 
glasses, we're all for taking one more ride on 
the unforgettable AC/D train. JUSTIN CHENG 


Just like in MGS3, СОС 
comes in handy when 
dealing with enemies. 


НЕ 8 imagine the 

$ great 3D effects 
when viewing 
character 
models like this. 
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Experience the untold story sagt 


Ап айг ine rush of espionage, ili: n i | 
between Seasons 2 and 3 adrenaline rush of espionag, Utilize your elite Counter Terrorist Unit 


Interrogate and conduct gunfights and car chases (CTU) training in over 50 missions 
surveillance on suspects 


ARE YOU READY FOR THE MOST THRILLING DAY OF YOUR LIFE? 
THE CLOCK IS TICKING... 


| www.24-thegame.com | wwwfox.com/24 | Hu йү ш only on FOX | Available February 28 | 
ondays 9/8c 





Blood x 

Violence PlayStation.Q 20 masne 
ESRB CONTENT RATING www.esrb.org s а Я 

24™ & © 2006 Twentieth Century Fox Film Corporation. All rights reserved. Twentieth Century Fox Television, 24, and their associated logos are registered trademarks or trademarks of Twentieth Century Fox Film Corporation. Take-Two 


Interactive Software, Inc. 2K Games, the 2K logo, Take-Two Interactive Software and the Take-Two Company logo are all trademarks of Take-Two Interactive Software, Inc. Developed by SCEE Cambridge Studio. “PlayStation” and the "PS" 
Family logo are registered trademarks of Sony Computer Entertainment Inc. The ratings icon is a registered trademark of the Entertainment Software Association. All rights reserved. 





X-MEN 3 
PUBLISHED BY 
Activision 


MADE BY 
Z-Axis 


WHAT IS THIS? 
The latest X-Men 
game, taking plac: 
before the new Х- 
Men 3 movie. 
RELEASE 

May 

ESRB 

Pending 


ONLINE 
No 


MULTIPLAYER 
м 
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We can't really say for sure, but 


supposedly the Silver Samurai will 


make an appearance! 


Men for one different X- 


ike clockwork, there’s 
another licensed game to be 


released in conjunction with 


an upcoming movie. The 


movie? X-Men 3. The game? | 


ot exactly what you'd expect. For one 


4 thing, this game is not a simple retread 


of the film's events. Rather, it's a pre- 


||-аџеј, showing us how we go from the 


end of X2to-the beginning of X-Men 3. 


al game itself is not a rehashing of its 


РА predecessors either. You'd expect that 


the game would recycle the X-Men 
Legends gameplay that's so closely 
associated with the franchise these 


|| days. Thankfully, however, there's 


more to the game than that. Instead 
of having a whole team to micro- 
manage, the game focuses on 
three central characters: Iceman, 
Nightcrawler, and Wolverine. 

It’s an eclectic mix, sure, but it 


{ does have a certain logic to it. While 


Iceman has never really been a major 
player in the comic books — in fact, 


as of this writing, he's been stripped of: 


his powers in the recent X-Men comics 
— he has been garnering exponential- 
y more attention lately, most notably 
in the last two films. This game lets 
him shine, spotlighting his powers in 


a way that was never depicted in 
the films for one reason or another. 
He may not look it, but Iceman 


6 15 fast, zipping around at breakneck 


speeds on his ice slide, and the game 
promises to give players a chance to 
experience this first-hand. Iceman has 


| more going for him than just speed, 


too. He’s got to be able to defend him- 


| self, after all, which is why he can toss 
It's important to note that the асіп- 


chunks of ice at baddies, or even freeze 
enemies where they stand. Naturally, 
metal doors are no obstacles for this X- 
Man: just freeze the doors and smash 
right through them. 

In contrast, Nightcrawler prefers a 
slightly more subdued approach. He 


É prefers not to be seen, and as we've 


witnessed in the opening moments of 
X2, Nightcrawler's teleportation ability 


22-3 


Wolverine is the best 
at what he does: 
slicing people up. 








teldporting and striking, never letting 
his opponents see what hit them, 

just like the opening of X2. Don't 
assume you can just teleport your way 
through Nightcrawler's levels, because 
that wouldn't be much fun, would 

it? No, Nightcrawler will also have to 
make use of his circus training, jump- 
ing and climbing and swinging his 
way through his levels, giving even 
Prince of Persia some friendly compe- 
tition. He actually snaps onto most 
surfaces, making it quite simple to 
perform a dazzling array of acrobatics. 

At the other end of the spectrum is 
Wolverine, a videogame staple. It just 
wouldn't be an X-Men game without 
Wolverine. Forget about fancy ice 
slides or stealthy teleportation — 
Wolverine's all about diving into the 
fray, regardless of the consequences. 
This means that his levels are more 
straightforward than the others', 
but that doesn't make them any less 
exciting. Prepare for an onslaught 
of all types of enemies, including a 
character everyone thought was dead: 
Lady Deathstrike. Apparently, she 
somehow survived her last encounter 
with Wolverine, so you'll have to fin- 
ish the job for real this tim: 

Along with these three X-Men, you 
can also expect to see some familiar 
cameos. One character we know for 
sure will be making an appearance 
is Colossus. Can we expect a Fastball 
Special (see sidebar) somewhere in the 
game? We certainly hope so. 

To make sure this is as authentic 
an X-Men experience as possible, the 
game is being written by two guys 
who know the X-Men pretty well. 
The first writer is Zak Penn, who 
helped write both X2 and X-Men 3, 


X-MEN FAG 


which gives him the authority to tell 
the story of what happened between 
the two films. The other writer, 

Chris Claremont, is not so important 
when it comes to the movies, but is 
extremely important when it comes 

to the comic books. By having both 
writers collaborate on this project, 

the game becomes a middle ground 
between both the film and comic 
book realms. This is further illustrated 3 
by the cinemas, which are more like 
an animated comic book, complete 
with panels. Clearly, X-Men 3 isn't 
your usual licensed game, though this 
concept is becoming more and more 
popular every day. We can't wait to 
actually get our hands on the game so 
we can get some of our burning ques- | 
tions answered. JUSTIN CHENG | 


Fastball Special? 


or those of you who are unfamiliaf with the X-Men comics, 

here's a brief explanation of the Fastball Spécial: It breaks 
down pretty simply, actually: Colossus picks.up Wolverine and 
chucks him at something or someone: Jf youlook carefully at the 
X-Men 3 movie trailer, you сап see the.Fastball Special in action. 
Unfortunately, it goes by pretty quickly, so you really have to pay 
attention. Note: No matter who you, ағе, ао not attempt the Fastball 
Special in real life. It's extremely dangerous and only belóngs in 


comic books, movies, апа videogames. 


Here’s the Fastball Special in action in X2: Wolverine’s 
Revenge. Hopefully it'll show up in X-Men 3, too. 


“Ват?” is the last thing this guard 
heard before he got knocked out. 


Logan goes to Japan to research his new 
book, Memoirs of a Wolverine. 
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The Capcom Four 


Experience the past, present and the future with Capcom's PSP offerings 


f you're like us, you're probably a little disenchanted with the 
PSP right now. We're not trying to say that the PSP is a bad little 
isystem — far from it — but the PSP doesn't exactly have а lot 

of games in its library. Enter Capcom, who's releasing not one, not 


months of 2006. We got our hands on their great mix of modern 

gaming and old school classics, and we're glad to see that there's 

more in store for the handheld than just a nigh-endless supply of 
UMD movies. JUSTIN CHENG 





two, but five (one's reviewed on page 86) new PSP games in the early 


BU 


| Capcom Glassic Gollection Remixed 


wogpessouwS wsd e 





крш плаво An arcade in the palm of your hand уды — 
ШЕ B 

REMIXED es, we've already seen a Capcom Classics > ЕЗ: ЕЕ eran 4 
PUBLISHED BY Collection on the PS2, but this is actually a 

Capcom completely different game, with some all 


MADE BY 

Digital Eclipse 
WHAT IS THIS? 
Another collec- 
tion of old school 
Capcom games, 


new (or is it old?) classics to play. Probably the most 
anticipated game in the collection is Strider, which is 
still just as fun as it was way back when, though Captain 
Commando has its legions of loyal fans also. One of our 
this time on PSP. personal favorites, however, is Street Fighter. No, not 
' ESRB RATING | Street Fighter II or its many sequels; we're talking about 
Тава the original Street Fighter, the one that introduced Ken 
IT COMES OUT 4 and Ryu to the world. It's okay if you don't remember 
=== В it, because now you'll be able to play it for yourself. 
MULTIPLAYER Tronic how the PSP, a high-end electronics device, is so 
“ONLINE. f awesome for playing these great arcade classics. 
No 


In addition to Captain Commando here, there are 19 other 
classic games, like Magic Sword and 1941. 


Take Бенда" Many 
Enemies As You Сап! 


ED 





Тһеге аге 
a bevy of 
characters 
to choose 
from, but 
Dante is 

а clear 
favorite. 





VIEWTIFUL JOE: 
RED HOT RUMBLE 


HEY, JOE! 


анну; PUBLISHED BY 
ppm т. 
а a MADE BY 
земи! Joe: Кеа Hot Kumble с 
m ~ WHAT IS THIS? 


A crazy, chaotic. 
Viewtiful Joe fight- 


This one's not in the Bronx, yo 





ing game. 
^ ESRB RATING | 
4 e're always excited about that's a bad thing) — it's actually stuff, like a Trial Mode where you'll Teen 
МГ: Viewtiful Joe, so guess more like Onimusha: Blade Warriors, do things like destroying barrels IT COMES OUT 
how we're feeling right but-with all the Viewtiful action in a certain time limit, and Dante Man 
now. Okay, that was easy. However, you know and love. This game was from Devil May Cry as a playable ues 
^ Red Hot Rumble isn't quite the kind already released on GameCube, but character. How. about the dog from ONLINE ( 
of game we were expecting (not that the PSP version has some exclusive Okami as a character, too, Capcom? No 
« 
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MEGALICIOUS! 


Mega Man Powered Up 








Now you can he the Boss! 
ome of you may not be gotten cutesier, and there are 

MEGA MAN ý old enough to remember story segments to tie the bosses 
POWERED UP the original Mega Man on together. Plus, there are two new 
PUBLISHED BY | the NES, but it was one of the bosses — Oil Man and Time Man 
Capcom best games around at that time. — and you can actually play 
Leld Gaming has changed a lot since through the game as the boss 

sare crum ( then, though, апа Mega Man's characters! Oh, and you can also 
WHAT IS THIS? К 2 
A remake of the been taking some serious notes. make your own levels and trade 
пее Мова Men ó Most notably, the graphics have them online! Truly a mega remake. 
features. 
ESRB RATING б 
Everyone 
IT COMES OUT 
March б 
MULTIPLAYER 
No 
ONLINE || 
Yes 

а 


The game might 
appeartoo kiddy”for 
older gamers, but 
once you see it in 
person, you'll be 
hooked. We promise. 








Monster Hunter Freedom 


There's no such thing as an army of one... 


or those of you who haven't played job, and the key to victory is cooperation, with some new missions, a better village 
Ғ- original Monster Hunter on PS2, so it's a no-brainer that the PSP version to explore, a new farm area to grow plants 

here's a brief recap: you're, well, a supports 4-player ad hoc multiplay. For and raise fish, and the new Felyne kitchen, 
monster hunter, who goes on quests to slay, those who prefer to play by themselves, where cats cook you up a variety of stat- 
giant, dinosaur-like beasties. It's not an easy . - there's an improved single-player game altering foods. Always love your cats. 





\ 
It's the closest you'll | À 
get to Phantasy Star 
Online on the PSP. 
Start making some 
friends now, okay? 


worm of 
HUNTER FREEDOM 
PUBLISHED BY 
Capcom 

MADE BY 

Capcom 


WHAT IS THIS? 


A somewhat new | 
4 k 








monster hunting 
experience. 


ESRB RATING 
Pending 

IT COMES OUT 

Q1 2006 
MULTIPLAYER б 
4-player co-op 


ONLINE 
No 















| "DAXTER SHARES MANY 
OF JAKS [GREAT FEATURES 











Daxter’s bug spray can be 
used as a jet to help him 
reach higher platforms. 






The visuals in the game, particularly the 
animation, are truly a sight to see. Makes you 
|| wish you could play the game on a real TV. 



















4 


У О О D o N { T N E E D J A K s control, but it’s manageable — just not 


PUBLISHED BY [| perfect. Then again, in a perfect world, 
Sony CEA. Daxter Jak would be the sidekick and Daxter 
MADE BY would be reaping the booty (or so we'd 
Бо урап imagine). JUSTIN CHENG 


"Casse 4 When Jak's away, the ottsel will play 


Original PSP 
game starri eeing as how the PSP is like homecoming, even if the scale feels 
Ее | the PS2’s little sidekick, it less grand due to Daxter's — and the 
ESEP PRATAS makes sense to bring Jak’s little PSP's — diminutive size. 
buddy over to the appropriate The story starts out with Daxter 
system. Daxter shares many of Jak's great taking on a job as an exterminator, 
MULTIPLA) features, like the wonderful animation which would explain all of the 
ya 2 and solid level design, though we hope electrified bug swatter combat. It's 
the bad parts don't end up as stowaways actually reminiscent of using the 


h 4 = SS = il ae a ee ee Сш 
in the process. | scythe in Death Jr., though Daxter Can Daxter carry a title all by himself? If not, 
Daxter takes place іп the two lonely | improves upon the former's camera well, there’s always Jak to fall back on. 


years between Jak and Daxter and Jak shortcomings. It’s still a bit awkward 
II. Revisiting Haven City feels like a to use the shoulder buttons for camera 








ANNELIDA PORTABILIA e 


Worms zIp а Ж 


The worms are small, but they’re there. Trust us. 


The older we get, the more gamës seem p "'" L 
to stay the same Ue 








created, the PSP's widescreen offers you 


е you know why оез ені an enhanced view you can't get any- 

опе of the best games for the where else — and it helps. 

PSP despite the fact that it's been The series tried to move into 3D on 
almost a full year since launch? Because the consoles (we'll keep our mouths shut 
it's perfect for its platform. In other about that one) but really, it's made for 
words, it’s easy to play, doesn't require two dimensions. Don't let anyone ever tell 


a huge time commitment, and there's no you differently, alright? KAISERHWANG 


need to find clever-but-broken solutions 
to complicated control schemes. 

Worms benefits for all the same rea- 
sons. If for some reason you don't know 
what the game is about, it's simple: move 
your worm into position, aim, and fire. 
While that's simplifying the complexities 
of the weapons and modes of transport a 
little, the core system really is that basic. 
Though you can play some form of the 
game on pretty much every console ever 

















The visuals are super clean and crisp, making 
the game look like an animated cartoon. 





The levels are randomly generated, giving the 
game endless amounts of replay value. 





PUBLISHED BY THQ + MADE BY Team 17 + WHAT IS THIS? Worms, of course! + ESRB: ending + IT COMES OUT In March + MULTIPLAYER 4 players + ONLINE Yes 
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You wouldn’t hit a guy with glasses, fingerless 
gloves, and a gold jump suit, would you? 





Def Jam Fight for 
4 ! New York: The Takeover 


4 Taken over, roughed up and re-release 


he Def Jam series was a great 
$ idea, and is still a great idea. 
й If the games weren't any 
p good, we might be put off by 


tens of rappers, clothing companies and 
celebrities all self-promoting themselves 
in the game, but we're not. The almost 
funny tone and caricatured violence 

go surprisingly well together, and the 
fighting system by veteran developer 


WHAT IS THIS? 
Hip-hop fighting, 
hip-hop music. 
ESRB RATING 
Pending 


IT COMES OUT 
March 


AKI is just complex enough to feel deep 
yet accessible. 

While the next-gen version has 
already been announced, it won't be 
the next version on shelves — this PSP 
game will. The Takeover is in all ways 
a port of FIGHT FOR NY, though the 
story has been modified to act as a 
prequel, and is told through animated 
panels that are oh-so popular in PSP 


MULTIPLAYER 
2-player versus 


ONLINE 
No 


Levels, teams, loyalty, bat- 
tles — this game is almost геу”! 
like having a relationship! 


TOKYO, OH TOKYO 


Street Supremacy 
Cars that fight, teams that dominate 


1 he concept of a fighting racing and upgrading cars is all part of the 
T sounds bizarre and new, process of domination, though we’re 
but it isn't. Tokyo Extreme Racer not exactly sure if this incorporates 
(on the PS2, but even earlier on the 


other human players or simply 
Dreamcast) did it years ago, and we've АІ entities. 
always been quite charmed with the With the amount of street racers 
results. The idea is that the further you coming out finally dying down, Street 
pull ahead of an opponent, the faster Supremacy almost has the market to 
their "energy" depletes. When it's itself. There's still a ton of racers in 
empty, you win. 


general on the PSP, but at least now 
Developer Genki is still sticking 


this one won't get lost in the shuffle. 
with the same concept (they're the 


KAISER HWANG 
ones who did Tokyo Extreme Racer) 


LEVEL 


for Street Supremacy, only now with 
a focus on team-based races, and 

a divide-and-conquer territory map. 
Recruiting drivers, increasing loyalty, 


You can’t have a street rac- 
ing game with tuner cars 
without some actual tuning. | 
Even if your car is yellow. 


The character models are detailed and large, 
though we can’t speak for ol’ Handless Jimmy. 











Sometimes you have to fight for your right 
to wear a top hat and a clock. Sheesh! 














games today. A few new moves and 
some minor content changes further 
separate the two platforms, but you 
still know what you’re getting into 
with The Takeover the second you pick 
it up and start playing. 

The game plays remarkably well (it 
actually feels faster than the console 
version), and since it’s based on an 
older game, ironically feels that much 
fresher. Like they say, hip-hop and you 
don’t stop. KAISER HWANG 


NAMe'Bombardier 
TERM Free Way 
[E 


Lover 


MASS 1000kg 
POWER 627.8PS 
TORQUE 68 1кат 
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Cars and boats аге 
out, but the jetpack’s 
still in. So are guns, 
enemies, crates, and 
green reticles. 


1 ESRB RATING 
IT COMES OUT... Р 


MULTIPLAYER 


е James Bond: From 


$ Russia With Love 
% From the PS2, with love 


$ eing late to the party is better 
than not showing up at all, 
says Bond. From Russia With 


Love is essentially everything 
the console game was, minus the boat 
and car levels (cue man tears), but 
on of new maps and 
multiplayer bots, and around 16 new 
mini-games that include a shooting 
gallery sniping mission, and a race 


PUBLISHED BY 
EA 


EA Redwood Sho! 


^ WHAT IS THIS? | 
Play as Connery, 
shoot like Bond. 


Pending 
March 


6-player ad hoc 
with the ad 


NF'L Head Coach 


Truly the thinking man's game 


hen you're a football player, you've 
W: to have a pretty good life. You 

live the action at every game, on the 
field, smelling the sweat and making the hits; 
but you know what? You're still not the boss 
— and some people just aren't okay with 
that. NFL Head Coach lets you take charge 
of a team, calling the shots from 
the sidelines and watching it all play out in 
real time. 

When you really think about it, you're 
calling the shots anyway in any football 
game. The difference here is that you don't 
have to worry about the intricacies of the 
actual gameplay system. While a coach's 
work is by no means a walk in the virtual 
park, any and all aspects that you don't want 
to deal with in the game can be simulated. 

While essentially a simulation game 


+ PUBLISHED BY EA + MADE BY EA Tiburon + WHAT IS THIS? It's like Madden, only you're the 
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The enemies here remind us a lot of the sol- 
diers іп the N64 classic, Goldeneye. 


trols, but it seems like developers are 
slowly but surely learning ways to 
make the best of it. With auto-target- 
ing in place, and camera controls that 
are workable, FRWL becomes the best 
controlling shooter next to SOCOM. If 
you actually like free-looking with the 
buttons, you can do that also, though 
you'll have to have your martinis 
stirred, not shaken. KAISER HWANG 






course for the fabulous Q-Copter. 

It’s almost not surprising now (we 
said almost) that the PSP can mostly 
reproduce graphics found in PS2 
games, and Bond is no exception. On 
the smaller screen the reduced models 
and textures look almost identical 
— which in the case of FRWL, is a 
pleasant surprise. 

As always, there’s the issue of con- 








Fashion tip #534: Never wear a white top 
with black pants. It makes you look too 
much like a waiter. 


по ЖИЫН 


HOU [157АН0 10 






3NrTYv09330 
SNY31 112345 430 











full of stats and figures, EA actually sees 
Head Coach as being more accessible than 
Madden. An interesting take, for sure, and 
there are plenty of reasons to back it up. 
Now the question is, will the public agree? 
KAISERHWANG 






Knowing the 

basics of foot- 

| ball is still real- 
ly important. 












1 KNOW YOU'VE 007 A FULL OAY, 
| eur ir vou mans we pur aw wre 
LIVE SERIES OM YOUR TV CALLED 
"но THANKS. I MIGHT CHECK TT 
Our LATER” 





PSM says: One 

day games will get 
past conversation 
branches like this. 
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‘CONTENT RATED BY 
ESRB 


Fee es 


® PlayStationsPortable 








Rooks 
NINJA STYLE SAMURAI STYLE 








What's your style? Try them all with 19 warriors dressed to kill, enhanced strategy, 
all-new scenarios, and multiplayer challenges for up to 4 players. 


COMING SOON 


swpsp.com 


Violence 


Samurai Warriors and the KOEI logo are trademarks or registered trademarks of KOEI Co., Ltd. ©2005-2006 KOEI Co., Ltd. All rights reserved. “PSP” is а trademark and 
"PlayStation" and the "PS" Family logo are registered trademarks of Sony Computer Entertainment Inc. Memory Stick Duo™ may be required (sold separately). The ratings icon is 
a trademark of the Entertainment Software Association, 


PREVIEWS, 





You have to have skill 
to merely disable your 
opponents instead 

of destroying them. 
Make sure you bring 
some with you. 


WANT ТӨ 50 BA 


FARTHER IN. 1 








YOU'LL 


CK EVEN 
N АМЕ; 





| Your rivals have their own wingmen, 





ACES WILD “аза ы = | 


Асе Combat Zero: 


What kind of pilot are you? 


ven Ace Combat is taking part 
in the hip prequel trend with 
Ace Combat Zero: The Belkan 
War, a game that takes place 
15 years prior to Ace Combat 5, when 


the pilots were young and learning to 
fly for the first time. 

There are branching mission paths 
that change based on how you play, 
so it’s important to be conscious of 
your playing style. Let’s say you’re 
solely focused on completing the main 
objectives without deviation. That 
would make you a Soldier. Геї say 
you want to take down some other 
targets besides the main ones, but 
because of your good conscience only 
want to disable them. Now you’re 
going down the Knight's path. What 
if you’re out for blood and want to 


WHAT IS THIS? 
A prequel to Ace 


Combat 5, with 
branching paths. 


ESRB RATING 
Pending 

IT COMES OUT 
TBA 


MULTIPLAYER 
2-player versus. 





Goose, how аге you 
doing over there? 
Goose? Goose? 
Мооооо!!!! 





Why risk getting yourself killed 
when your gun's smart enough 
to shoot on its own? 


Rogue Trooper 


Four brains are hetter than one 


which makes them look like they һауе 
more friends than they really do. 


kill everything that moves? Well, now 
you're a Mercenary, and your future 
missions will reflect that. 

Your playing habits also determine 
which rivals you face. These tough- 
guys are ace pilots with brains, big 
guns, and an even bigger gang of 
wingmen. They're so tough you'll 
want to go back even farther in time, 
when they didn't even know what the 
word "Belkan" meant. JUSTIN CHENG 









woowpersounbuisd ө 


ince most of us probably don't 
О: the British publication, 

2000 AD, we don't really have a 
familiarity with Rogue Trooper — but 
we should. It's an interesting comic 
about the toxic planet of Nu Earth, the 
war between the Norts and 
the Southers, and а 
seemingly lone trooper 
who's on a mission of 
revenge. “Seemingly,” 


You can run and gun, 
or take a more stealthy 
approach. It’s up to you. 





we say, because he does have some 
backup: Bagman, Gunnar, and Helm. 
These three were once soldiers, 
but they’ve been reduced to being, 
appropriately enough, a backpack, 
a gun, and a helmet. They still retain 
their personalities since 
they were encoded on 
Bio-chips before being 
implanted into these 
formerly inanimate 
objects (duh!), so 
there’s some interesting 
interplay between them. 
Beyond the chatter, 


you can use Helm to hack into 
computers, set up Gunnar as 
an automated turret to take out 
enemies, and do all sorts of 
other handy things that a bag, 
gun and helmet normally do in 
their spare time. 

It's a cool concept for an 
otherwise pretty straightforward 
game. There's some multiplayer, 
too, in the form of four-player 
cooperative gaming, online 
or off, where you play as the 





When you're in the middle 
of a war zone, you should 
probably take some cover. 
Just saying... 


quartet before 75% of them 
became military equipment. 
JUSTIN CHENG 


+ PUBLISHED BY Eidos + MADE BY Rebellion + WHAT IS THIS? A one man army with smart equipment. + ESRB: Teen + IT COMES OUT April + MULTIPLAYER 4-player co-op + ONLINE Yes 
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Goals are tough to 
come by, but that's т 
how it is іп real life. 


e take our reviews very 

seriously. We spend 

hours upon hours play- 
testing each game so that we can 
give you the absolute best infor- 
mation to help you buy. 

Games that score an 8, 9 
or 10 earn a PSM Buy-Or-Die 
Award. We don’t hand these 
beauties out easily, so if you see 
one on a review or anywhere 
else, you’ll want to be sure to 
check that game out. 

Finally, when looking up past 
scores, keep in mind that older 
games usually wouldn't fare as 
well if reviewed today since the 
bar is constantly being raised. 
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соор 
А зона дате 
ОКАҮ 
Kind of fun, but 
no big deal 
50-50 
You've got to really love 
the subject matter 


4 LACKING 
Big flaws really hurt 
this game 


; BAD 
Not fun at all 


2 AWFUL 
This game is an insult 


WHY? 
Why would anyone 
do this to us? 









The models are a little car- 
toony, but still believable 
due to the great animation. 



























nother year and another 
battle wages between EA 
and Konami for digital 
soccer supremacy. In its past 
few iterations, the FIFA franchise has 
finally rediscovered its stride; despite 
this ample competition, however — or 
perhaps because of it — the Winning 
Eleven series has continued to stay a 
(quite literal) step ahead of the game, 
and Winning Eleven 9 is no exception. 
Those familiar with the series will 
# feel right at home; the same solid feel, 
1 deep controls, and excellent anima- 
tions have returned, the latter bol- 
stered by some impressive new motion 
capture. The moment-to-moment 
шй Ж к 
gameplay is still top-notch; you're 


= р set of offensive controls, as a brief 
7. glance at the "Button Configuration" 

, section of the instruction manual will 

i certainly corroborate. Through passes, 

n chip shots, double taps, and dozens 

i of other moves are at your disposal, 

В though only the experienced player 
will be able to master and employ 
them in the heat of battle. Matches 
have a natural, realistic ebb and flow 
to them and goals, as in real life, are 
tough to come by. 

Even more so than in past WE 
games, patience is the key to success. 
Attempting to boot the ball or, worse 
yet, dribble it downfield will result in 
giving up possession nine times out 
of ten. A more measured approach is 
required — new styles of play, a short, 
precise passing game, and the ability 
to read the defense. While two-player 
gaming is fairly easy right off the bat, 
this difficulty can provide something 
of a stumbling block for WE п0065 
trying to get their score on against the 
computer. А word of warning: even on 


i 
Despite being an incredibly deep game 

with options galore, you can still pick up. 
and play the game with relative ease. 


y 9, 
ké $ 








medium difficulty, that first goal won't 
come easy. 

The game features full team rosters 
and kits for a decent number of teams; 
for those that Konami wasn't able to 
actually license, you can go in and 
change the colors and names to quite 
perfectly match their real world coun- 
terparts. Though it's still miles behind 
EA's presentation and licensing agree- 
ment, there's more room for custom- 
ization if you really, really care. There's 
also a frighteningly deep Master 
League mode, which has been modi- 
fied to include player conditioning 
and a new training system for player 
development — for the truly dedicated 
fan, there are more "player potential" 
charts, graphs, menu screens, and bad 
fonts than we have time to discuss 
here. Suffice it to say, this is a soccer 
fan's soccer game. 

For the first time in the series, 
there's also online play, and the ability 
to link the game to your PSP version 
of WE9 means that you'll be able to 
take your game (including all the data 
for your Master League mode) on the 
road. It's quite seamlessly done, and 
allows you to keep your head buried in 
the virtual pitch wherever you may be, 
even if it's the wash closet. 


Using corner kicks effectively takes a lot & 
of practice and patience. 


* ONLINE PLAY - You love It. 


Whoever thoui 
must" 


At the end of the day, the biggest 
difference between WE9 and FIFA, 
at their respective cores, is that FIFA 
attempts to simulate the sport of soc- 
cer while WE9 chooses to subtly re- 
interpret it. The graphics, for example, 
don’t look “real” in the way FIFA’s 
graphics do; by contrast, they’re some- 
what overly polished, even cartoony 
at times. The gameplay, likewise, feels 
more like a videogame. While it main- 
tains the feel of a real soccer match, 
quick starts and on-the-dime stops 
(and most everything in between) pro- 
vide for a better, more intuitive pick- 
up-and-play oriented experience than 
FIFA. This, combined with as much 
depth as one could ask for in a soccer 
game, place it in a class of its own. 

EVAN SHAMOON 


600000003 


Amazing feel; 
ultra-sm 


N000000000! 

*t Generic presenta- 
tion and menus; 
awful music; some 


varied animations. odd calls by the ref. 


Winning Eleven 9 
FIFA 06 8 


World Tour Soccer. 7 


S» games typically come out with yearly 
updates, but that’s usually a good thing as new 
features are added and the gameplay is tweaked. The 
problem is that most people don’t even know what 
those differences are! Winning Eleven 9 has some 
significant enhancements this year that longtime fans 
and newcomers alike should be aware of. They are: 


* SNOW - A new weather condition, complete with 
frosty breath and altered physics dynamics. 

* FORMATIONS - "Wing Back" and "Second Striker" 
forms now added to the arsenal. Not that arsenal. 

* MASTER LEAGUE - It's now even deeper, believe it 
or not. Stuck on an island? Bring this game. 
















;FIFATTEMPTS re STMULATE 
THE SPORT оғ SOLE 


E9 
CHOOSES ТО ЕШ " ате T 


~ PUBLISHED BY 
Konami 


MADE BY 
Konami 


HOW MUCH? 
$49.99 


ESRB RATING 
Everyone. 


MULTIPLAYER 


1-6 players 


"DIFFICULTY | 


Hard 


"SUPPORT 


*None 
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Мао so н LEG ENDIA HAS ЦЕ 
ЗНАВЕ ОР CLEVER 
FEATURES AND 









^ Only in a Japanese 
RPG would you see 
anything remotely simi- 


lar to this screen. 











The battles are one of the best things about 
this game, as are the cute graphics. 
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Ам | It S time the tales were told This is one really, really long game. But not 
521 nearly as long as this guy’s toenails. 

TALES OF LEGENDIA { lor reaching the decade-plus set the RPG world on fire. Legendia 

PUBLISHED BY F as a series, the Tales has its share of clever features and 

Nameg, games have certainly reacheda memorable moments, but the lack of 

МАРЕ БУ prolific point in their existence. With either highs or lows in terms of pro- 

HOW MUCH? > new installments seemingly being gression in gameplay, and a very, very 

$49.99 | announced constantly, each title has simple set of character customizations 

ESRB RATING || the crazy knack of being expertly makes you feel like you’re in the same 

Teen > crafted exercises in straightforward place, whether you’re one hour in, or 

МЕЛТІБІЛЕН __ console role-playing. Aside from 40. Where's the epic drama and 

DIFFICULTY. some very memorable characters, feeling of growth? 

Totally manageable | the least straightforward elements in What is epic is the game's length; 

SUPPORTS =) seemingly every new Tales adventure | once you think you've finished the 

Nothing are the series' briskly paced, 2D already-long main quest, a whole Eventually Namco will run of out words to 


use after “Tales of” and start using symbols 


side-scrolling battles. new set of character-specific episodes йкө thievartist formerly, knowniasi Prince: 
A mix of incredibly simplified become playable, making it quite an 
| fighting and some elements of turn- undertaking to complete. This, along enjoyable for devotees (you know who 
TRY TH $ | based combat, Tales of Legendia's 2D- with the game's lovely visuals, goofy you are). Let's just hope that PS2's next 
i > style battle system continues to carry characters and stellar combat system bite at the Tales series will provide 


| the torch for the franchise. And it's keep Legendia well above average and something beefier. FRANCESCA REYES 
still as ridiculously addicting as ever 2 
— even when the encounter rate is set г; Dano ЇЙЇ _ 
"stun," each match is as challeng- Gago (ил 

























ing and compelling as the first. m А 
The characters in the game, despite | 4 t | НОУ BOTTLE DARK BOTTLE 
being a goofball group of staple а +Тһеге аге ѕоте +Feels very by the 
* The character || character types, bring on the charm | beautiful 3D visuals; | numbers in the game- 
designs, as cute : 5 5 j ^ ; j ы | fantastic 2D battle | play department; 
as they are, were | like no one's business. Namco has | gu system; friendly. world map is boring. bs 
TT А А 2 ‘an 4 у 
ҚАРАСЫ | done a wonderful job bringing the cast | у , — 
the guy that did the to life through humorously localized || HOW IT STACKS UP 
anime sequences А E т 
іп the Tarantino text and dialogue. There's easily © >> Tales of Legendia 
AD ee enough quirk to the characters to keep | ЕЖ Wild ARMS 4 
don't you think? ИШ you motivated throughout the game. Dod Wild ARMS Alter code: F 


You'll need a good share of motiva- Ё ДА ЕЕ Ды УК | Shining Force Neo ex 
tion as the game isn't going to exactly game to cheer yourself up. уо са : ТОВ { 55 B 
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шоозерекешебика ө 


There аге lots of 
things that this 
game has that 
Gran Turismo 
doesn't, like dam- 
аде modeling. 


= 





PUBLISHED BY 
Codemasters 


MADE BY 
Codemasters 


HOW MUCH? 
$39.99 

ESRB RATING 
Everyone 
MULTIPLAYER 
8 players 


DIFFICULTY 
Yeeeeargh! 


SUPPORT 
+Опііпе play 


c -————— — — 


suck E 


е” 


ЧЕ ЧЫ МИЊО ЧЕ ВВ ЧЫ ЧА ЧЕМ ЧА ЧА ЧА ЧА за WA Чы чш 


! ToGA Race 


Driver 3 


Gotta love it, wanna hate it 


very year, Codemasters 

puts out a new ToCA game, 

and almost every year the 

franchise has trouble gaining 
the popularity of the Gran Turismo 
series despite being a comparable 
— and in several ways better — series. 
Sweet merciful Artemis, just listen to 
the stats on this thing: 70 different 
cars, 35 different racing styles, 43 
different locations, 13 different 
countries, over 80 different circuits. It 
may not have the hundreds of cars as 
competing titles, but honestly, it's a 
negligible point. 

You get a crack at everything from 

go-karts to Formula One racers, and 
every single model drives really differ- 


Some cars will break apart much more easily} 
than others, so stay inside the lines. 








ently — this is Marianas Trench-deep 
gameplay here, although the casual 
gamer probably needn't apply. The 
driving model (although not the 
whole game) is realistic and unforgiv- 
ing. It takes practice just to keep most 
cars on the track and avoid banging 
into other cars. And yes, you do have 
to avoid collisions — for one thing, 
even a little damage can kill some cars, 
and for another, thanks to the game's 
Euro sensibilities, if you keep banging 
into other cars, they'll kick you out of 
the race. 

However, there are some knocks 
under the hood. The rest of the phys- 
ics engine doesn't quite match the 
driving engine as off-track markers and 
obstacles are utterly invincible, and 
smacking one brings you to a dead 
halt. Also, it would have been nice to 
have more stuff unlocked up front, 
rather than labor like crazy just to get 
a taste of everything. 

But these are quibbles. ТОСА Race 
Driver 3 has always been one of the 
best racers out there, and this sequel 
continues its fine tradition. Again, it's 
by far one of the most challenging 
car games you'll ever play, but that 
only makes it that much more gratify- 
ing. With good looks, great handling, 








The variety of cars in the game is truly awe- 
some. There really is that much. 


Note to self: race into the screen, not the 


other way around... right? 

online play, impressive damage mod- 
eling, and enough variety to please 
even those with ADD, there’s really no 
reason for any racing-sim fan not to 
pick this up. 


JEFF LUNDRIGAN 
PSM:9.0 
CHECKERED FLAG | DNF 


+Ниде selection of +Неу, how about cre- 
tracks, cars, and гасе | ating a few less-than- 
types, along with solid track markers, 
amazing control. hmm? 


HOW IT STACKS UP 


SCORE 








ToCA Race Driver 3 





Gran Turismo 4 





NASCAR 2005 
Suzuki TT Superbikes 7: 








Nji o|o] o 


Enthusia 
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Is that guy trying to 
sneak up on the quar- 
terback? That’s an 
interesting tacti 





gmat 


ARENA FOOTBALL | 
PUBLISHED ВУ 

EA Sports 

MADE BY 


EA Tiburon g 
HOW MUCH? 

$39.99 

ESRB RATING g 
Everyone 


DIFFICULTY 
Adjustable 
MULTIPLAYER 


2-players online, 8 
via multitap 


SUPPORT 


+Widescreen 
+Pro Logic И 


а 
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hat is there to say about 
an adequately faithful 
simulation of a sport that 
you're not watching in 
real life? Is EA Sports' Arena League 
Football good enough to turn you on 
to the sport so hard that you immedi- 
ately go out and purchase a set of XXL 
SaberCats pajamas? Doubtful, but what 
it will give you is the peace of mind 
that comes with the notion that, some 
day soon, every professional sport will 
have an accompanying videogame, 
and EA Sports will have the exclusive 
license to produce it. 

This game's a lot more than Madden 
with fewer guys playing in a converted 
hockey rink. Not only is the reproduc- 


“THE 6 


RT 


$ NATURE As 4 


HIGH- SCORING AFFAIR 
О Re rie PERFECT SETTING 


tion of AFL's sometimes strange rules 
(what the heck is a MAC Linebacker, 
anyway, and why is he the only guy 
who can blitz?) spot on, Arena Football 
adds some new features to EA’s wide- 
ranging football oeuvre. A new teleme- 





















It’s a videogame about a sport that’s already 
like a videogame. Sounds good to this guy. 












AFL games moves at a faster pace than NFL 
games, so why aren’t you watching it? 


This ain’t the next Madden, but it’s not try- 
ing to be. It is what it is. "МИН said. 





uite the NFL, but better than the XFL 


try system that shows you which plays 
are working in which part of the field 
is great for the hardcore football scien- 
tists out there. The new analog kicking 
feature could use a little more tuning, 
although we like the idea. 

The sport's nature as a fast-paced, 
high-scoring affair seems like the 
perfect setting for a videogame. In fact, 
it's almost like a videogame played out 
by real people — with the complex 
strategy of the NFL's style of play 
eschewed for a more stripped down 
style you might play in your own 
backyard. Arena Football nails this; it's 
just a matter of whether or not this is 
what you're looking for in a game. 

TOM PRICE 


COMPLETIONS 
*tFaithful to the 
game, so it's almost 
like a real life version 
of an arcade game. 


HOW IT STACKS UP 
NCAA Football 06 30 
Madden 06 8 
NFL Street 2 8 
7 
6 





Needs more of 
the rock concert 
atmosphere; not for 
everyone. 














Arena Football 
Blitz: The League 











DO NOT TRY THIS AT HOME. 


To those parties attempting to recreate the stunts contained in the new MX vs. ATV: On The Edge we offer this message: DON'T. While that seems fairly 
obvious to most, you'd be surprised how many people will contemplate emulating its dangerous intensity, vis-a-vis the realistic head-to-head racing 
experience. Ergo, THQ and Rainbow Studios put forth the following caveats to all parties: Do not attempt to make a golf cart do 70 mph, nor launch a 
sand rail over a moving plane. Moreover, do not undertake the recreation of any and all stunts from MX vs. ATV: On The Edge in order to replicate its 
realistic rag-doll physics. The insane stunts and fierce racing is intended for the sole intent and purpose of an intense gaming experience, not for the 
discovery of clever ways to inflict bodily harm. Case in point, THQ and Rainbow Studios offer this photo as reference of the projected outcome of ignoring 
this warning. Honestly, what was this guy thinking? Said driver wasn't anywhere close to successfully completing the jump, nor is the other side of the 
canyon he was attempting to reach even in the aforementioned photo. In summation, MX vs. ATV: On The Edge is not real, don’t attempt to make it real. 
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Choose any vehicle and 
unleash it in 4 player 
Wireless Ad-Hoc. 






New ATV models, redesigned monster 
trucks and new pimped out 4x4 golf karts. 





EVERYONE = 2%; E 


www.thg.com 
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Guess that makes 
Big Country a “two- 
hit wonder?” 


PUBLISHED BY 
Capcom 


MADE BY 
Capcom Studio 8 
HOW MUCH? 
$49.99 


Mature 


MULTIPLAYER 
2-player co-op 
DIFFICULTY 
Average 


SUPPORT 
ЖРго Logic || 





ESRB RATING й 


PUNCHED OUT 


Final Fight: Streetwise 


Fighters are dead. Games like this are why 


his sequel to the classic side- 
scrolling brawler has you 
controlling Kyle Travers, 
jerky brother of the original 
game's star, Cody. Kyle roams a 
dreary Metro City on a mission to... 
well, beat up people, animals, and 
inanimate objects, mainly. 

Combat featuring counters, rever- 
sals, and fighting move upgrades 
sounds promising, but in practice does 
little to offset the game’s repetitive- 
ness. The various side quests, which 
mostly amount to simple puzzles and 
mindless bashing mini-games that 
spring up here and there only drive 
the point home further. The original 
Final Fight is a hidden extra on the 
disc, and could have been a worthy 


bonus if it wasn’t such an unexpect- 

edly blurry, frame-skipping mess. 
What’s sadder is that pretty much 

every aspect of Streetwise tries way too 


hard to be “hardcore,” from the exces- 
sive f-bombs to the cut-and-paste pros- 


titutes on every corner. The original 
arcade game's time-tested charm has 
given way to painful clichés. 

Between Streetwise and last year's 
Beatdown: Fists of Vengeance, Capcom 
has fumbled two recent opportunities 
to bring the beat-'em-up back from 
the brink. Ironically, the arcade exact 
version of the original Final Fight on 
the $20 Capcom Classics Collection has 
proven to be its best brawler in years. 








4FPUBLISHED BY Konami + MADE BY Konami + HOW MUCH? $39.99 + ESRB Everyone + MULTIPLAYER 2-player versus + DIFFICULTY Hard + 


SUPPORTS PS2 connectivity 
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RECENT 8 OPPORTUNITES 


= 


pes 


Japantown is home to punch-throwing 
schoolgirls, samurai swords, and other 
unexpected cultural stereotypes. 


Kyle can fight for cash... 


or just find it 


lying around on the street. 





Жіоок at it this way: 
it's decent fun with a 
friend in the 2-player 
arcade mode. 


7 You know they're 
trying too hard when 
the manual starts 
swearing. 





Unlike some other PSP 
games, Winning Eleven 
successfully captures the 
feel of its PS2 sibling. 





SOCCER? 


*tNice player mod- 
els; captures the feel 
of the PS2 game; 
PS2 connectivity. 


~PSP analog stick 
problematic when 

dribbling in games; 
lame presentation. 
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tack a single enemy with a weapon 


1 MS Saga: 
[| $^! A New Dawn 


nem 
WADE БҮ The child prodigy of RPGs 
How MUCH? ~ g Т пісе to know we can still be surprised. 
$49.99 | 





and simple graphics, we'd expected М5 


With its super-deformed Gundam suits 
ESRB RATING 
Teen Saga to basically be an RPG for nine- 





КІШПІБЕЛҮЕН year-olds; one we could zip through in 12-16: 

“DIFFICULTY |” hours and pick up an easy paycheck. Wrong. 
Tough Granted, the graphical style skews pretty 
SUPPORTS young, and the characters, plot, and dialogue 
+Мопе 





are about as sophisticated as your average 
| 4 episode of Teen Titans, but this game hides a 
surprisingly deep and, 
- above all, long RPG, if a 
bit dated. 

Although the story 
is pretty straightforward 
(you were attacked, you 

attack back) and it's 
| almost impossible to get 
lost, the game takes a 
number of twists, along 
Don't judge a game by its cutesiness — with a handful of option- 
there are some challenging battles here. al side quests. The mobile 
suit system — in which 
each suit can be adapted 
with different arms, legs, 
| and optional equipment 
| to reflect the strengths 
and abilities of its pilot 
f — is surprisingly com- 
plex, while the enemies 
are sufficiently tough 
enough that you really 
| do have to squeeze all the 
performance out of your 
suits that you can. 

So while nowhere near 
as sophisticated or well- 
produced as, say, a Final 
Fantasy, М8 Saga does take 
а good solid 50-60 hours 
to churn through, and 
there's a decent challenge 
Its Got білегі: SNéods Бена hiding under its decep- 


ingly deep and flexible | characters and writ- tively cutesy surface. 


combat system; lasts | ing to back up the 
a long while. gameplay. JEFF LUNDRIGAN 


| 















Bachelor's Degree Programs in 


Game Development 
& Computer Animation 





Artwork by Full Sail Student- 
William "Forrest" Crump 


Real World Education 


school of 


Show Production & Touring 


800.226.7625 
fullsail.com 


If you're serious about your dream, 
we'll take your dream seriously. 


3300 University Boulevard 
Winter Park, FL 32792 
Financial aid available to those who qualify * Career development assistance 
Accredited College, ACCSCT 


{© 2006 Ри! Sail, Inc. АЛ rights reserved, The terms "Full Sail. “Н you're serious about your dream, we'll take your dream seriously” "Ful Sail Real World 
Education," and the Full Sail ogo are aithor registered service marks or service marks of Full Sail, nc. 










See, Зада 5 one 
helpful dude. He's 
even helping Dan o! 


ALPHA: 3 MAK 


PUBLISHED BY 
Capcom 


MADE BY 
Capcom 
HOW MUCH? 
$39.99 

ESRB RATING 
Teen 


MULTIPLAYER 
2-player versus, 8- 
player tournament 
DIFFICULTY 
Adjustable 
SUPPORT 

+Ad hoc multiplay 
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The visuals look great оп the PSP screen, and there 
doesn't seem to be any missing frames, either. 


“бу, 


' Street Fighter jm 


AX = 


And this is only the beginning... 


e know we sound like a 
broken record, but stop 
with the ports already! 
Well, we'll make an 
exception for Street Fighter Alpha 3, 
since it tailors itself so well to the 
portable side of things with its quick 


and easy matches, and tight gameplay. 


Street Fighter Alpha 3 Max takes 
everything the PS one version of Street 
Fighter Alpha 3 had, miniaturizes it, 
and adds a couple new features. It 
doesn't do a lot to take advantage of 
the PSP hardware other than adding 
ad hoc versus play and stretching the 
view to make it widescreen, but it 
really doesn't have to — this is one 
solid fighting game. The game also 
looks great, and it controls as well 
as it could. 


ш 


ch is one of the hardest 
because of the d: 


The dragon 
moves to pu 





The biggest issue with the game 
is that the PSP’s d-pad is ill-suited for 
fighting games. This was true when 
we played Darkstalkers Chronicle: The 
Chaos Tower way back when the PSP 
first launched, and it’s still true today. 
Capcom Japan has a limited edition d- 
pad cover to address this predicament, 
but there's no telling if we'll ever get it 
stateside. This doesn't mean the game 
is unplayable; it's just more difficult 
to precisely execute certain moves, 
which makes things harder than they 
should be. You don't have to rely on 
the d-pad since the game also supports 
the analog stick, but we all know that's 
not any better. 

It's not a deal-breaker, though, 
because the game is solid where it 
counts. The four new characters are 


| excellent additions to the game — the 


most notable of which is Ingrid, who's 
probably a completely new character 


| to most of you since she only appeared 


in the oft-forgotten Capcom Fighting 


| Evolution — and the Variable Battle 
| mode lends the game some fun Marvel 
| vs. Capcom flavor to the mix. It's just 


too bad that you can't have actual 

two-on-two battles; it's limited to one 

tag team against a solitary opponent. 
So it's not a perfect game, but that 











Тһе PSP's d-pad is what hurts this game the 
most, though we can live with it. 





shouldn’t deter you from playing it. 

This is easily the best 2D fighter you 

can get on PSP right now, and it’s 

not like you have much of an орбойф 

anyways. If it’s 2D fighting you стаз 

this will definitely satiate you. „ЈЕ 
JUSTIN ЕНЕ 





STREET FIGHTER | CHEAP FIGHTER 
+Faithful to the +The PSP is not 
original game, with | made for fighting 


additional content to 
sweeten the deal. 


HOW IT STACKS UP 
Capcom Classics Collection (PS2) 
Street Fighter Collection (Р52) 
Street Fighter Alpha 3 MAX 


games; 2-оп-2 battles 
would've been nice. 

















Darkstalkers: ТСТ. 7. 





Ф| | œ| œ| o. 


Street Fighter ЕХЗ 








REVIEWS 


| “AD HOC MULTIPLAY 
ADDS A LITTLE PSP 72771 
ы Л ӨМІ тнт. А LITTLE” 






b 
almost as if his aspect ratio was off. 


It ain't pretty, but it's what you gotta explore. 
Kinda miss those blue mazes. 







еее 






ittle. Yellow. Indifferent. 


t used to be that Pac-Man ran and how the PSP's analog nub isn't 
—PUBLISHED BY around mazes to gobble dots, and — terribly well-suited to 3D platformir 
Namco that was enough. When he started Otherwise, this is the same banal 
MADE BY running around 3D worlds, well, game that hit the PS2, chock full of 
Blitz Games that's when the trouble started, as pointless collecting, inane story Gaming's first superstar is reduced 
HOW MUCHA: Pac-Man World 3 ably demonstrates. elements, and general tedium. Ad hoc to butt-stomping crates. 
ESRB RATING a. A quick ‘n’ dirty port of the recent multiplay adds a little PSP pizazz, but 
Everyone PS2 game (the title screen's logo is only that — a little. 
MULTIPLAYER | amusingly stretched from 4:3 to 16:9), At this point we might have said it’s 
# players Pac-Man World 3 has almost nothing okay for kids, but you know, you don’t 
DIFFICULTY to offer. want a kid young enough to enjoy Pac- 
Sleep-induci 
es Basically cramming the PS2 game Man World 3 handling such a fragile GOBBLE DOTS GOBBLE SNOT 
SUPPORT i B Р: +Тһе scope of the 7 It's just an unin- 
+Ad hoc multiplay onto the PSP, the graphics come off and expensive system. This is a game PS2 game remains; spired platformer 
okay until they move. That’s when for nobody. BENJAMIN TURNER the Pac-family is made worse by the 
~ м pretty cute. limitations of the PSP. 
you notice how bad the framerate is, 


TAG TEAM, BACK AGAIN 3 


zm 


More than kart racing, less than great 








here's a lot more to Crash Tag Team any rivals in your way, or you can 
Racing than just the racing — which drive the car. We found it more 
is good, considering the actual driving fun to shoot stuff (naturally), and 





thankfully your А! partner handles 
the driving duties well. You can 






isn't all that compelling. What is compelling, 
however, is the combat during the races and disengage from this Frankenstein 
the platforming outside of the races. Yes, form at any time, which gives you 
platforming. While simplistic, it’s a nice diversion. а speed boost that’s integral in 


This is what the game's all about: one character’s the 
driver, the other's the gunner. Don't try this at home. 










The game's most unique angle is something ensuring your many victories. It's not rocket = $ 
called Clashing; at the press of a button, you science, mind you, but it doesn't need to be. 5 Н 
combine with another racer to form a super While CTTR isn't exactly what we'd call a = H 






car with more defenses, more speed, and more memorable game, it offers some decent fun while 
firepower. You can either man a turret, blasting 


itlasts — just not much more. JUSTIN CHENG *Platforming and = Driving is so-so; 
shooting portions certain racing modes 
il Entertainment + HOW MUCH? $39.99 + ESRB Everyone MULTIPLAYER 8 players are fun; there's some | aren't that fun; some 
'S2 compatibility pretty funny dialog. | loads are pretty long. 







iversal + MADE BY Radi 
istable + SUPPORTS Ad hi 
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It doesn’t get much 
more realistic than thi 


í Pinball Hall of Fame: 
f The Gottlieb Collection 


б Not much eye candy, but lots of action 


i here are two schools of video 
| pinball: the surreal and the 
g Fame: The Gottlieb Collection 


|| falls squarely into the latter. That’s 
| hardly shocking, since it virtually 


| Шш 










| PINBALL HALL OF 
FAME: ТЕС 


PUBLISHED BY 
Crave 





MADE BY 
FarSight Studios 
HOW MUCH? 
s $29.99 
i und ESRB RATING 
| Everyone 
? MULTIPLAYER 
| 4-player offline 
4 DIFFICULTY 
Taxing 
SUPPORTS 
* Same unit 
multiplay 








down-to-earth. Pinball Hall of 


recreates 11 actual pinball machines. 
| The physics are sober, the effects are 
modest, and there are absolutely no 
Pokémon running around the tables (if 
| you see any, call a doctor). While the 
lack of visual fireworks may disappoint 
some, those looking for classic, solid 
|| pinball are in for a treat. 
Based on the PS2 game, but add- 


ТЇ СА 


ing four tables, Pinball Hall of Fame 
works remarkably well on the PSP. An 
optional vertical screen mode gives 
excellent views of the playfields, which 
are almost as vibrant and detailed as 
their real-life counterparts. The sound 
is spot-on, and the action is smooth 
and enjoyable, if very old-school. Not 
all of the tables are equally good, but 
there's more than enough quality here 
to keep you shooting for a while. 
Each table has a goal to achieve, 
some quite tricky. Unfortunately, 
about half of the tables need to be 
unlocked by accomplishing these 


You've got all 
the Titans at 

your disposal, 
50 you can 


The graphics are often extremely 
impressive, if not flashy. 





The screen can feel a bit crowded; 
best to go to vertical mode. 





goals, which is more of a pain than 

a pleasure. A few minor bugs and 
crashes rankle, too. Still, this remains 
a great pinball simulation by any mea- 
sure, and should appeal to any serious 
wizards out there. BENJAMIN TURNER 





7 Too much unlock- 
ing; no "wow" factor; 
a bit prone to crashes 
and bugs. 


meone recre- 
ations; good phys- 
ics; authentic graph- 
ics and sound. 


swap zo 


at any time. Too 
bad there's no 
real need to. 


PUBLISHED BY Majesco + MADE BY A2M + HOW MUCH? $39.99 + ESRB Everyone +MULTIPLAYER 4-player co-op, versus 
+ DIFFICULTY Adjustable + SUPPORTS Multitap 
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TEEN TITANS, 60! 
+Со-ор multiplayer 
is pretty fun; the 
voice acting is 
mostly good. 


TEEN TITANS, NOOO! 
~Ally Al should be 
smarter; repetitive 
combat and sound 

bites; camera issues. 





REVIEWS 






















F YOU'RE Sains TO 
REMAKE A GAME, THIS 15 
HOW irs DONE; 





One of the more beautiful 
backgrounds is near the end of 
Armored Armadillo’s stage. 








em / Get past the deja vu. This is one nifty remake 






ell, if it ain’t broke, don't іп great-looking, smoothly animated | 
4 fix it. Sound advice, but polygons. A few key items are in new BE THE BAD GUY 
Maverick Hunter X could locations, but changes are minimal. E i 
f be an exception. The The dashing, jumping, robot-slaying Vile New 
recent Mega Man X Collection reminded platforming is as superb as ever, but | 



















ыз Ree us that Mega Man X is good stuff, even | veterans of Mega Man X might feel Р t 
eed py. f 13 years on. It doesn’t need better there’s not enough new stuff. Have, ea ures 
WADE ВУ = raphics or remixed tunes to rule, but atience — beating the regular pon beating the game, you'll 
MADE ВУ 8 P: 5 5 ; i 9 
Capcom you know, they don't hurt, and a bevy | adventure unlocks X's nasty nemesis, unlock Vile Mode, which puts 
HOW MUCH? of bonus features add enough extra Vile, and he plays by his own rules. you in the shoes of that purple 
$20.88 $ value to make Maverick Hunter X worth | Any Mega Man fan will eat this up, as Вова Fett БОК Ке, Vile. This is 
ESHBIRATING et another go. well as the lengthy, well-produced ani- goithowaway) stroidvania ус 
Everyone y 5 > E Бу, P A bonus mode, though — it's a whole 
“MULTIPLAYER” || The levels and bad guys аге just mated video that shows the origin of new game with different enemy 
No as they were before, only rendered Sigma's rebellion. | layouts and a unique new weapons 
DIFFICULTY Б Okay, so maybe Maverick Hunter X ^ system. Vile can equip weapons 
puce. didn't need to be made, but it's here, to this shoulder, arm, and leg, and 
NODE and it's good. It's the best platformer he gains the ability to equip more 
on PSP, and the extra features should — and more powerful — munitions 
hit fans where they like to be hit. If as he ee пома Ина Ш à 
ou're going to remake a game, this is you've airgady mastered the original 
AT NGA SGAM ME Mega Man X, then Vile Mode is the 





best reason to give Maverick Hunter 
X a shot. It's a great bonus. 


Y 


Mega Man's heart sinks as ће 
reaches his parking spot. 







+ Not sure which 
maverick to 

start with? Chill 
Penguir 


+A great remake * It's not the most na 
with tech upgrades; necessary remake, = 

nice movies; fun new | and there's a bit of AT ‘ А 
character to play. slowdown. - 

ЫЕ апа he' hi 

















PIRA. HOWIT STACKS UP Y (8 Va 
ОСО, Mega Man Maverick X % 

nother good one, 
as you can get the 1 Mega Man X Collection OO N 
E e The 3D nature of the graphics makes Меда Man Х8 Is it Boba Fett, or is it Samus? Neither! 
his stag: for some very, very nice parallax Tokobot It’s Vile, Mega Man’s biggest nemesis. 








scrolling effects. Ape Escape: On the Loose 





Р5Р 4GB HDD 


Too little, too late, 
way too much 


atel's 4GB hard drive for the 

PSP does everything it says it 

can, and with very little fuss. 

Once you install the snap-on 
package, you'll find that it's already 
formatted and ready for you to transfer 
all your movies, music, and photos. 
Also included is a double-capacity 
battery, and the Max Media Manager 
software. Again, both perform exactly 
as they should, giving you more 
playtime (though not quite double) 
and providing you with an easy-to-use 
software package to transfer media 
onto the PSP with, respectively. 

Due to the nature of the hardware, 
both the battery and hard drive pro- 
trude out the back of the PSP, creating 
two makeshift handgrips. While some 
may appreciate the extra grip, it cre- 


BLINDERS 
eyeFX3D 





ates 

the 

biggest 

prob- 

lem for 

this product: 

every case for 

the PSP becomes use- 

less. Seeing as how the 

PSP is a portable device, and an 
expensive, fragile one at that, we 
would’ve really liked to have seen a 
case solution included with the pack- 
age — especially considering it costs 
almost the price of a PSP itself. 

With 4GB and 8GB Memory Sticks 
on the horizon, 2GB sticks are sure to 
drop in price (they're already as low 
as $130.00 now). Unless you're really 
dying for the extra battery power 


and storage, find 

the handgrips really 

appealing, or never worry 

about having your PSP pro- 

tected, we can't really recommend 
this as a great mass storage solution. 
KAISER HWANG 


PSP 46B HDD 5 
MADE BY 

Datel [| 
HOW MUCH? 

3 $229.99 [| 


STORAGE 
+ Well, it does еуегу- 
thing it's supposed 
to for your PSP with 
almost no fuss. 


A giant one of 
these could 
make for a nice 
coffee table, 
don't you think? 


~Not safe to carry 
your PSP; could feel a 
little better built; really, 
really expensive. 





NubyTech Shadow the 





imis yes, we guess 
it is true: a few games 
kind of work... in a 
really painful way. 


MADE ВУ Splitfish + HOW MUCH? $69.99 
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= Unavoidable 
migraines; best PS2 
games aren't sup- 
ported; expensive. 





MADE BY NubyTech + HOW MUCH? $24.99 


| Hedgehog Controller 





PSM:5.0 


+The controller looks 
cool in its packaging; 
the buttons and stick 


are responsive. 


SHODDY 

~It's a small control- 
ler with weird button 
placement; triggers 
should be bigger. 











For Chris Slate, videogames aren't 

just a job — they're also a great way to impose your iron 

will upon your humble subjects. Thus, every month, the 

PSM editors enter the THUNDERDROME to prove that 
they have what it takes to call themselves hardcore... с 
and to please Chris, who ties a red headband tied around © 
his forehead every month at deadline time... or rather, he 
makes Justin wear the headband. Chris would wear it, 

but he says it chafes and doesn't match his baby blue 


eyes... which are actually gray. 


ip GEN 


еи SPREE 8 


її» Сл” 





Street Fighter Alpha 5 Max 


Hear me, oh lackeys who thrill 
at the very scund of my voice! The 
Great Slate Fas decreed that it is once 
again time ior you to prove your 
mettle and valor in the field of hand to hand 
combat. So, grab "ош PSPs and let's go. 


Randy: Go? Where? 


Why, 9 the road in front of our office, 
of course! Ttis month's game is Street Fighter 
Alpha 3 Ма, and one cannot play Street 
Fighter un*ss one is actually in the street! 
Why, tha would be like playing SSX: On Tour 
for PSP ућеп you weren't actually on a ski 
slope, «г like playing Grand Theft Auto: Liberty 
City Suries when you weren't actually riding 
in a tolen car. 


R:ndy: Wow. Weekends at your house must 
le wild. 


ustin: As much as I've love to continue this 
conversation by asking you where you go to 
play Lumines and Ape Escape, we're not going 
to play PSP while standing in the actual street. 
Remember what happened when the preview 
version of this game showed up? You pulled 
this same shtick, we all trudged down into the 
street, and ten minutes later, you were trying 
to sell the guy at the deli downstairs a PSP 


woo'eujuowsd 
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case with an 18-wheeler's tire tracks "custom 
stamped" onto it... 


But, it's called Street... 





...and you had to buy new under- 


pants. 


You make a very good argument. Very 
well! The battle will take place right here! Just 
be sure to choose indoor-style arenas when- 
ever possible. 


Round One: Ryu (Chris) 
vs Karin (Justin) 


Aaagh! The Great Slate's Ryu was 
blocking, and then you broke through as if he 
hadn't been blocking at all. You! Explain why 
that happened. 


Randy: Well, it's probably because you've 
been blocking so much that your guard meter 
was emptied. It goes down a little bit each 
time you block... and you've been blocking 

a lot. The kids at the arcade would call you a 
"turtle." 


It cannot be helped! Ryu's beautifully 
rugged, Chris Slate-like face must not be dam- 


aged. Besides, I should now be able to connect 
on this jump kick and... Hey! No fair! Karin 
doesn't have any anti-air special moves except 
her super! What did you do? 


1: All characters have anti-air moves; 
they just aren't always specials. For instance, 
Karin's basic, crouching fierce attack is anti- 
air. No special needed. 

You were definitely on the right track 
— it's critical to know your character's entire 
move set and it does help to know your 
opponent's moves, but you failed when you 
only considered the special moves. They're 
more damaging, yes, but basic moves can be 
surprisingly effective as well. Гуе seen plenty 
of fights won with a simple weak jab. 














ORE TAIT: 
$ * ^m 





т " сија ПЕНЯ "Рада 
Ingrid might not look very intimidating, but she 
does have some pretty cool counter moves. 









Round Two: (Zangief) Randy 
vs Ingrid (Justin) 


Randy: So, what makes this the "Max" 
version of Alpha 3, anyway? 


stin: I believe it's the roster. See, I’ve 
chosen Ingrid, who wasn't originally in 
the game. She's from Capcom Fighting 
х Evolution. Those other characters: Eagle, 
| Maki, Yun... they were all in Capcom Vs. 
SNK 2. 1 don't think they've done much 
to the actual gameplay, other than maybe 
the addition of tag battles. 


Randy: How do you like Ingrid? 


: She's not bad. I don't get any 
thrill out of being a lavender-haired 
schoolgirl, but she's got a great counter 
if you do quarter-circle back and punch 
or kick. One counters high and the other 
low, but if you guess the right one.. 








Randy: Yeeowch! She knocked me into 
the air and sent me crashing down. 


Justin: Yeah! I like that move. 


Randy: I don't. 


Bound Three: Chun Li 
(Randy) vs Ken (Chris) 


Another Shoto character, Chris? 
They might be the best for beginners, and 
old school is cool, but seriously. At least 
Randy chose Chun Li 


Randy: I had to! She's in my two favorite 
Street Fighter fights. 





Lemme guess: Chun Li versus 
Vega from the anime... 


Randy: That's my second favorite. It's ani- 
mated, but it counts. 


GF) GAMEFLY.COM' 


Ready to Play 


Game Rentals Delivered To Your oor 


*r Over 3,000 Titles + No Late Fees Ever 


PlayStation. 


Playstation? Жхеох гама. 


That awesome Ryy vs. Scorpion 
video from the internet. 


J 1: Okay, one: Chun Li isn’t actually | 
in that video. Two: NO! That video is bull- 
crap. It’s neat, but here’s the quick math: 

Scorpion throws a rope with a knife on the 


end. Ryu shoots white-hot plasma from his : 


bare hands, and he’s a far better martial art- 
ist. Ryu wins, period. That video is bullcrap. 


Then what’s number one? 





J That video of this guy Daigo play- 
ing in some Street Fighter III tournament. 
He's Ken and fighting against Chun Li, and 
he gets down to literally zero health, when 
Chun Li has half her health left. The guy 
playing as Chun Li comes in with a super, 
but Daigo actually parries the entire move, 
15 hits or so, then executes his own combo 
and wins the match. The crowd just about 
tears the roof off the place. It's awesome; 


Randy: Chris, where are you going? 


The young one has already won this 
tournament, and the Great Slate can finish 
with you later. First, he needs to see these 
videos. You! Come with me. The Great Slate 
needs someone to operate his mouse. These 
fingers are only for gaming... 


Don’t waste your super 
moves right away — 
reserve them for just 
the right moment. 





NINTENSEDS == г== XBOX360 





* Free Shipping Both Ways 





> 





Caption Contest i 


Make us laugh, win a prize! f 


Think you're funny? Then write. down a гсарцоп for this screen 
and e-mail it to us at psm@fi Џ com, With the 
subject line “108 Caption Contest!” Or, simply send it to us 
through the 
SuperPlay section 
of our website 
аї psmoniine. 
com. [ d 

A Ist. If 
we босс your 
caption as the 
funniest, it'll net 
you a PSM Prize 
Package. Include 
your full name and 
mailing address, or 
your loot gets sent 
to The Spoiler. 


RE4 Contest Winners 


We got several entries for this contest, but these thrse were the funniest. 
will receive a NubyTech RE4 Chainsaw Controller. Congratulations! 


Hidden Weapon 
Stand near the horns on JBL's limo, thén press @ to grab the horns 
land use them as a weapon. 


Legend Steel Cage 
Complete all 15 of the Legend Challenges: Once unlocked, select Cage 
Match, then you can choose a regular cage or a Legend cage. 


50 Gent: Виа тор 


While playing, pause, then До to the Cheat menu to enter the following 
codes. # 
фр 
Always get Perfect shot 
#1stunna 
Become Invulnerabi, 
ny’sfinestyo $4 
Get all weapons / 
gotthemrachet: / 
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“Thank God | installed that ejection 
switch... she talks too much.” 


Holiday Issue Winner: 
Bryant Shank, 
Winter Park, FL 


Each winner 


Get more powerful guns 

the hub is broken 

Get the Blood Hound counter kill 
gunrunner 

Get the Empty n’ Clips counter kill 
workout 

Unlock I'm A Rider, Maybe We Crazy, and Pimp PT2 songs 
50bpexclusives 

Unlock So Seductive song 

killa1 

Unlock the My Buddy video 
sayhellotomylittlefriend 

Unlock the Tony Yayo So Seductive video 
yayoshome 


Midway Arcade Treasures: Extended Play 


Pixel Perfect Mode 

While playing, pause the game, then hold & о +1, + О. You can then 
toggle the screen size with @. Note: This only affects the single-player, 
and does not work with Cyberball 2072 or the Mortal Kombat games. 





ello PSM readers, and welcome to The Spoiler 

page! 1 am your host, The Spoiler, а man who does 

not know the meaning of the word “chando”... nor 
the definitions of the words “secret” or “taboo.” Here, 


Сто REI Co n 


LIAM NEESON 
COMIC BOOKS WAS RA'S AL GHUL 


CAN MAKE FOR SOME / 
GREAT MOVIES. | LIKE | оле, 
BATMAN BEGINS, 
ESPECIALLY WHEN... 





i i i ing withheld: 

stories will be revealed with nothing wi 
Tno lives! who dies, how it ends... anything at all. So BE 
WARNED! If you read this page, you may learn something 
you didn’t want to know... . 
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: erm M WARRIORS BLADES > OPTIONAL USAGES: ТТОАМ 
жр on THE FERAL OF WORE, THE VEZ бє USED AS ^ TANTO НАЕ 
KIDE STEEL BOOMERANG CONTROLLER CANNOT FoR RITUAL GAMER SUICIDE, 
FROM THE FOAD WARRIOR. BE RETURNED To ITS OR "SONY О SEPPUKU, A? 
„= сые ^. CEI&NAL PACKAGING run 
BUT THE RESULTING LEVEL 6 IT'S KNOWN IN ТАРАМ... GAMERS 
OF GAME-TESTER FINGER = р = Қамын tO THIS WHEN I 
1086 were EENET To 2 2 | HIMEN Білер. о. цео PEAUX, REALL 
g i MU MEL KICKS THEIR AGS AT TEKKEN 
=7У е - "Жаз WHATEVER. 
(72 Те CONTROLLER'S m pee 
“LETHALITY WAS 4 а“ z 
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OPTIMIZED FOR 
HATCHETING IN To THE SKULL 
OF ANY 24КА WHO GETS IN 
Yo! GEILL AND TALKS WAY 
Too MUCH SMAC DURING 
MADDEN NFL 2227, 1C. 


old style out with a bang! We're loading up one of the best reviews 


J: two more issues left of the “current” PSM, and we're sending the 
sections we've ever had with blockbusters like Tomb Raider Legend, 


Metal Gear Solid 3: Subsistence, Black, Okami, Onimusha: Dawn of Dreams, 
Untold Legends 2, and Fight Night Round 3 — whew! Don't dare miss out! 





IN COMMAND. IN CONTROL. ОМ THE МОЈЕ. 


r 





` STRATEGIC MILITARY. . 
WARFARE IN THE PALM 
OF YOUR HAND. · 
/ | 




















жіктеді чу” ыа 
- - А А 
Wage War Multiplayer Style, in Ad Нос, . ана Turn the Battlefield to Your Advantage in 30 
Infrastructure, Hot Swap and Transmission Modes. C Ü M M A N D E R Single-Player Missions. 
e & 4 


JOIN THE RANKS AT 


SONY ONLINE WWW.FIELDCOMMANDERGAME.COM 
PlayStation, Portable 








ESRB CONTENT RATING. www.esrb.org 
Game experience may 
change during online play. 


ENTERTAINMENT 





© 2006 Sony Online Entertainment Inc. SOE and the SOE logo are registered trademarks and Field Commander is a trademark of Sony Online Entertainment Inc. "PSP" is a trademark and “PlayStation” and the "PS" Family 
logo are registered trademarks of Sony Computer Entertainment Inc. Memory Stick Duo™ may be required (sold separately). The ratings icon is a registered trademark of the Entertainment Software Associaion. All rights reserved. 


о. А М ЕМ ERA. 
Y NEW ONIMUSH X. 


WwW H E R 
TEL 


TEAM UP WITH A FRIEND 
IN UNLOCKABLE 





TWO-PLAYABLE CHARACTERS 


CHOOSE FROM FIVE ALL NEW 
ON SCREEN AT ONCE, 


BREATHTAKING OPEN ENDED 


ENVIRONMENTS TO EXPLORE PLAYABLE CHARACTERS 
SWITCH BETWEEN CHARACTERS CO-OP MODE 
AT ANY TIME 
ШШ. WWW.CAPCOM.COM/ONIMUSHA 
Visit www.esrb.org 
for updated rating 4 
information. елее PlayStation.e 
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OCAPCOM CO., LTD. 2006 ALL RIGHTS RESERVED. ONIMUSHA, CAPCOM and the САР 
The 


PS" Fanily logo are registered trademarks of Sony Computer Entertainment Inc 
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Ourgoal 5 io) SON с1а551смаео дате magazines SO that 
еу аге по lost permanently: 


People interested in helping out in any capacity, 
please visit из а тетотад5.сот. 


No profitis таде от ћезе ѕсапѕ, nondo we offer anything 
аманабе от ће publishers themselves: 


Ifyou соте across anyone selling releases от 
15 site? ріеаѕе ао по 50ррог them апа доле 05 Кпом/. 


Thank you! 


